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AFANC

AFANC
Gargantuan monstrosity, unaligned

The sea rose up on a clear day and slammed our ship, washing across the deck
and carrying Smithson away. The lookouts called down that they had spotted
something massive in the waters, and sure enough, a head breached the surface
and arced up. A massive body followed, its fins sharply serrated. The mouth took
in Smithson in one gulp, which was the last we saw of him. Jam, L’Croux, and Eve
as well before we drove the beast off. — Captain Elisa Bounapert of the Wastrel s
Daughter

Afancs are the sea monsters sailors talk about when spinning tales of the sea.
They are the creatures responsible for entire fleets and crews being lost or destroyed.
They are thought by many to be the “kings” of the sea as most other water-dwellers
pale in comparison in strength and size to the mighty afanc. An afanc is generally
about 100 feet long though specimens as large as 200 feet long are thought to exist.
Its whale-like body is gray or sometimes bluish-green, although its eyes are always
blue. Its tail is extremely long and ends in a truncated or flat, square edge. An afanc
has a bulbous, somewhat flattened head, not unlike that of a great catfish. Afancs
are omnivorous hunters of the deep sea that feed on a mixed diet of kelp, coral,
sea plants, sharks, whales, various other large fishes, and swimmers and sailors
unfortunate enough to cross their path.

61A

Armor Class 18 (natural armor)
Hit Points 525 (30d20 + 210)
Speed 0 ft., swim 70 ft.

STR DEX CON INT WIS CHA
30 (+10) 11 (+0) 24 (+7) 3(-4) 16 (+3) 11 (+0)

Saving Throws Str +17, Dex +7, Con +14

Skills Perception +10

Damage Resistances acid, cold, fire

Damage Immunities poison; bludgeoning, piercing, and slashing from
nonmagical attacks

Condition Immunities poisoned, prone

Senses darkvision 120 ft., passive Perception 20

Languages telepathy 120 ft.

Challenge 23 (50,000 XP)

Amphibious. The afanc can breathe air and water.

Siege Monster. The afanc deals double damage to objects and
structures.

AcCTIONS

Multiattack. The afanc makes two Claw attacks and one Bite attack.
Bite. Melee Weapon Attack: +17 to hit, reach 20 ft., one target. Hit: 37
(6d8 + 10) piercing damage. If the target is a Large or smaller
creature, that creature is swallowed. While swallowed, the creature
is blinded and restrained, it has total cover against attacks and other
effects outside the afanc, and it takes 42 (12d6) acid damage at the
start of each of the afanc’s turns.
If the afanc takes 50 damage or more on a single turn from a creature
inside it, the afanc must succeed on a DC 25 Constitution
saving throw at the end of that turn or regurgitate all swallowed
creatures, which fall prone in a space within 10 feet of the afanc.
If the afanc dies, a swallowed creature is no longer restrained by it
and can escape from the corpse using 15 feet of movement, exiting
prone.
Claw. Melee Weapon Attack: +17 to hit, reach 20 ft., one target. Hit: 24
(4d6 + 10) slashing damage.
Sea Swell (recharge 5-6). The afanc raises the front part of its
body out of the water and brings it crashing back down against
the surface. This generates massive waves up to 30 feet tall that may
capsize boats and ships within 100 feet of the afanc. Boats and ships
less than 20 feet long automatically capsize. A creature steering or
guiding a boat or ship over 20 feet long must succeed on a DC 20
Dexterity or Strength check or its boat capsizes. A creature proficient
in Vehicles (water) may add its proficiency bonus. A non-aquatic
creature in the water within 100 feet of the afanc must succeed on a
DC 20 Dexterity saving throw or take 21 (6d6) bludgeoning damage
and be stunned until the end of its next turn.

LEGENDARY ACTIONS

The afanc can take three legendary actions, choosing from the options
below. Only one legendary action can be used at a time and only
at the end of another creature’s turn. The afanc regains spent
legendary actions at the start of its turn.

Claw Attack. The afanc makes one Claw attack.

Move. The afanc moves up to half its speed.

Roll (costs 2 actions). The afanc does a full body roll, sending up a

spray of obscuring water in a 60-foot radius around it. That area

is heavily obscured to creatures other than the afanc until the end

of the afanc’s next turn.

TOME OF
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ALcoID

At first we thought it was some kind of shambling mound or maybe a really ugly
green ogre. Then my sword passed right through it, and its body just flowed back
into the cut. We used fire; Harlvol had fought trolls before, and that helped. Then it
whistled, and the trees attacked. By all the gods, the trees attacked! — Sir Cedric
of Reme, knight errant

Algoids often resemble green humanoids, though they can just as easily take the
appearance of a mound of green sludge or even spread out to blend into a scum-
covered pool. The creature is not one being; it is an intelligent colony of algae
awakened through some means. Usually this is through a magical accident, though
some scholars believe an overuse of magic in fragile natural settings can cause an
algoid to form. Others say the algoid is a natural magical expression tied to marshes
and swamps, and the ability of the algoid to “awaken” trees to join in the defense of
its home lends some credence to this theory.

The “skin” of an algoid is coarse and rough with a leafy texture. In its natural
surroundings, it is nearly invisible until it attacks. Algoids use this natural
camouflage when prey is nearby. The algoid lies in wait, submerged in water or a
bog, as it watches its prey. When a potential victim passes nearby, the algoid springs
to attack.

ALcoiD
Medium plant, neutral

Armor Class 14
Hit Points 52 (7d8 + 21)

Speed 20 ft.
STR DEX CON INT WIS CHA
19 (+4) 10 (+0) 16 (+3) 4(-3) 10 (+0) 10 (+0)

Saving Throws Con +5

Skills Stealth +4

Damage Resistance slashing and piercing damage from nonmagical
attacks

Damage Immunities lightning, fire damage

Condition Immunities prone

Senses darkvision 60 ft., tremorsense 120 ft., passive Perception 10

Languages Common (understands but can’t speak)

Challenge 3 (700 XP)

Animate Trees. An algoid can innately cast the animate objects spell
at will, requiring no components. Each casting animates two trees,
which are all the algoid can control at a time. A newly animated
tree takes one full round to uproot itself. Once free, trees act on the
algoid’s turn.

Vulnerability to Water Magic. Control water and create/destroy
water spells deal 3d6 piercing damage to an algoid

Water Camouflage. An algoid has advantage on Dexterity (Stealth)
checks when it has any type of standing water to blend into.

AcTIONS

Multiattack. The algoid makes two Slam attacks.

Slam. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. Hit:
8 (1d8 + 4) bludgeoning damage. If an algoid scores a critical hit
with this attack, the target must make a successful DC 14 Con
saving throw or be stunned. The stunned creature can repeat the
saving throw at the end of each of its turns; the condition ends on a
successful save.

Mind Blast. Each creature in a 60-foot cone must make a successful
DC 13 Intelligence saving throw or be stunned for 3d4 rounds.
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ANT LioN

The dwarf Paulus slip-slid on his butt right into the dirt funnel, just like water-
scootin’ down the rapids! It looked like fun, but tweren't no fun when that thing
reared out of the sand. It was three times the size of poor Paulus, a giant ant,
but with wicked barbs like branches sticking out right around its mouth. Paulus
leg came apart at the knee with a spray of red when the thing grabbed him. He
disappeared right under the ground, his screams stopped when the sand filled his
mouth. — Dannvel Strout, former halfling scout

The vicious ant lion resembles a giant gray or brown ant with leathery skin
covered in coarse, black bristles. Its deep, inset eyes are black, and its mouth is
filled with rows of jagged teeth. Two large silver mandibles protrude just above
its mouth. Each mandible has a barb on the inside midway between the creature’s
mouth and the end point of the mandible. An ant lion is about nine feet long and
weighs nearly 700 pounds.

Ant lions lurk at the bottom of deep, funnel-shaped pits and holes, where they
feed on unfortunates who fall in. An ant lion pit is about 60 feet across and about 20
feet deep. A creature that steps on the pit must make a DC 16 Dexterity saving throw
or slip and fall into the funnel. It is there where the ant lion waits, buried just under
the surface of the ground. When prey falls to the center of the funnel, the ant lion
surfaces and attacks, using its mandibles to grab and tear at its prey.
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ANT LioN
Large beast, unaligned

Armor Class 15 (natural armor)
Hit Points 93 (11d10 + 33)
Saving Throws Con +5

Speed 30 ft., burrow 10 ft.

STR DEX CON INT WIS CHA
14 (+2) 11 (+0) 17 (+3) 2(-4) 10 (+0) 4(=3)

Skills Athletics +2, Stealth +2

Condition Immunities Charmed

Senses darkvision 60 ft., tremorsense 60 ft., passive Perception 10
Languages None

Challenge 4 (1,100 XP)

AcCTIONS

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one creature. Hit: 18
(3d10 + 2) piercing damage and the target is grappled (escape DC 12).
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APE, DIRE

The jungle underbrush shook and cracked as a powerfully built simian charged,
thumping its chest and howling with a fang-filled mouth. Naturally, the porters
scrambled for safety, dropping their packs. I, too, dropped back to prepare a spell
or two to calm the enraged beast, but my guards leapt into battle. We lost a valuable
telescope that day. Two guards as well, but we did acquire a prize specimen. —
Algrid Henswaithe, University of the Vast

Dire apes are much larger than apes commonly found in jungles and savannas.
Shy but territorial, these mighty beasts are often found in the deepest part of the
wilderness. Due to their size, a troop of dire apes needs a large range in which to
forage, and the presence of even regular hunters urges them to move on. A troop
consists of an adult male and three to four adult females with two to six young (treat
as apes). When encountered, the young flee for the trees or other hiding places
while the adults attempt to frighten away intruders by making great displays of their
might. Small trees are torn up by the roots and flung about, threatening displays of
fangs and chest thumping are carried out, and in one reported case, a passing duiker
was torn in half and flung at the interlopers. .

DIrRe APE

Large beast, unaligned

Armor Class 11
Hit Points 90 (12d10 + 24)
Speed 40 ft., climb 40 ft.

STR DEX CON INT WIS CHA
18 (+4) 13 (+1) 15 (+2) 2(-4) 12 (+1) 7(-2)

Skills Athletics +6, Perception +3
Senses passive Perception 13
Languages —

Challenge 3 (700 XP)

Keen Scent. The dire ape has advantage on Wisdom (Perception)
checks that rely on scent.

AcCTIONS

Multiattack. The dire ape makes two Fist attacks.

Fist. Melee Weapon Attack: +6 to hit, reach 10 ft., one target. Hit: 15
(2d10 + 4) bludgeoning damage.

Throw Tree . Ranged Weapon Attack: +6 to hit, range 30/60 ft., one
target. Hit: 8 (1d8 + 4) bludgeoning damage.
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ARA

The trees around us came alive with the sounds of gurgles, trills, and squawks,
and a rustle like a flock of birds taking scared flight shook the leaves. A flurry of
red and blue feathers drifted lazily down upon our heads. Cherill went to collect
some in her many pouches, but four large, feathered forms stepped out around the
trees and gently dissuaded her. Birds they were, but as tall as a man, their feathers a
display of vivid colors against the jungle s green foliage. Their spears were warning
enough not to invade their nest. — Tucabert Deerstrider, Druid of the High Forest

The ara are a race of tropical bird-people that resemble large humanoid macaws.
They live in nest complexes built in the high branches of jungle trees, well above
the jungle floor. Ara society is based on extended family groups; most ara village
inhabitants are related, with the eldest female serving as matriarch and overseer
of the settlement’s spiritual needs. On occasion, several families band together
to form a single larger community for mutual benefit. Male and female ara trade
off responsibilities, such as caring for youngsters or venturing out to gather fruits
and succulents. Ara are a fairly insular people and generally avoid contact with
outsiders; however, they can sometimes be persuaded to trade, as they value metal
tools and weapons. Ara are peaceful, and if their home territory is threatened, they
are most likely to simply relocate to a less-dangerous location. As eggs and young
ara cannot easily be moved, the ara fight fiercely to defend themselves during the
breeding season and as the young grow to adulthood. A few ara leave their island
homes to venture into the outside world, but these are a rare and exotic sight.

Two distinct breeds of ara exist: those with bright scarlet plumage and those
with bright iridescent blue. Though interfertile, the two breeds tend to mate with
those of similar plumage, keeping the groups separate. Ara communities tend to
be one or the other, but from time to time families join in a single community that
has both types. Some observers note that sapphire ara tend to be spellcasters who
favor clerical and druidic spells, while scarlet ara are more likely to take a role
as defenders of the community, but this appears to be more out of tradition than
anything else, and both groups are equally capable.
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ARA

Medium humanoid, chaotic good

Armor Class 14 (natural armor)
Hit Points 23 (4d8 + 4)
Speed 20 ft., fly 40 ft.

STR DEX CON INT WIS CHA
10 (+0) 13 (+1) 12 (+1) 10 (+0) 12 (+1) 11 (+0)

Skills Athletics +2, Perception +5
Senses passive Perception 15
Languages Auran

Challenge 1/2 (100 XP)

AcTIONS

Multiattack. The ara makes one Bite attack and one Talon or one
Spear attack.

Bite. Melee Weapon Attack: +2 to hit, reach 5 ft., one target. Hit: 4
(1d8) piercing damage.

Shortbow. Ranged Weapon Attack: +3 to hit, range 80/320 ft., one
target. Hit: 4 (1d6 + 1) piercing damage.

Spear. Melee Weapon Attack: +2 to hit, reach 5 ft., one target. Hit: 3
(1d6) piercing damage.

Talons. Melee Weapon Attack: +2 to hit, reach 5 ft., one target. Hit: 3
(1d6) slashing damage.

ARrRA CLERIC
Medium humanoid, chaotic good

Armor Class 14 (natural armor)
Hit Points 33 (6d8 + 6)
Speed 20 ft., fly 40 ft.

STR DEX CON INT . WIS CHA
10 (+0) 13 (+1) 12 (+1) 10 (+0) 16 (+3) 11 (+0)

Skills Athletics +2, Perception +5
Senses passive Perception 15
Languages Auran

Challenge 2 (450 XP)

Spellcasting. The ara cleric is a 5th-level spellcaster. Its spellcasting
ability is Wisdom (spell save DC 13, +5 to hit with spell attacks). The
ara cleric has the following cleric spells prepared:

Cantrips (at will): guidance, light, resistance, sacred flame

1st level (4 slots): bless, cure wounds, guiding bolt, shield of faith

2nd level (3 slots): dispel magic, hold person, lesser restoration

3rd level (2 slots): mass healing word, prayer of healing

AcTIONS

Multiattack. The ara makes one Bite attack and one Talon or one
Spear attack.

Bite. Melee Weapon Attack: +2 to hit, reach 5 ft., one target. Hit: 4
(1d8) piercing damage.

Shortbow. Ranged Weapon Attack: +3 to hit, range 80/320 ft., one
target. Hit: 4 (1d6 + 1) piercing damage.

Spear. Melee Weapon Attack: +2 to hit, reach 5 ft., one target. Hit:3
(1d6) piercing damage.

Talons. Melee Weapon Attack: +2 to hit, reach 5 ft., one target. Hit: 3
(1d6) slashing damage.
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ARCANOPLASM

As I was examining one of the glass animals in the menagerie, that insipid
barbarian took a swing at the floating glass sphere roiling with the yellow and
gray sludge. Exploding shards of glass shredded his skin, and then the thing was
upon him. A pseudopod of pale protoplasm burned a hole straight through the dolt.
Grendes summoned a bolt of mystical energy, but the creature absorbed the missile.
1t fired the same bolt right back, knocking Grendes to the ground! I ran as the blob
flowed over my dismayed friend. — Kimber Threeclover, last surviving member of
the Company of the Blue Riders

Thought to be the result of a failed magical experiment, wizards and sorcerers
alike have tried for years to gather information on this alien creature, but thus far
such information has eluded even the most resourceful of researchers. Arcanoplasms
are found in areas where the residual energy of arcane magic lingers. Such areas
include abandoned wizard’s towers, keeps, dungeons, and so forth. Here they feed
and remain until disturbed. Because it lairs in ruins and similar places that attract
adventurers, it rarely has to wait long between meals. Arcanoplasms always target
arcane spellcasting creatures first. Thanks to its ability to replicate spells cast near
it, the arcanoplasm always tries to stay within 30 feet of a hostile arcane caster.
Mimicked spells are cast at the foe deemed most threatening.

ARCANOPLASM
Large monstrosity, neutral

Armor Class 12 (natural armor)
Hit Points 103 (9d10 + 54)

Speed 40 ft.
STR DEX CON INT WIS CHA
15 (+2) 6(-2) 22 (+6) 10 (+0) 14 (+2) 14 (+2)

Saving Throws Con +8

Skills Athletics +4, Stealth +0

Damage Immunities poison

Condition Immunities paralyzed, poisoned, prone, stunned,
unconscious

Senses darkvision 60 ft., passive Perception 12

Languages Common, draconic (understands but can’t speak)

Challenge 4 (1,100 XP)

Absorb Arcane Energy. Any arcane spell targeted at an arcanoplasm
is automatically absorbed into its body. This cures 1 point of damage
per 3 points of damage the spell would otherwise deal; nondamaging
spells cure 1 point of damage per spell slot used to cast the spell.
Spells that affect an area are not absorbed, but neither do they affect
the arcanoplasm. The arcanoplasm can’t absorb magic from spells
that it cast itself using arcane spell mimicry, and it can’t absorb
divine magic, which affects it normally.

Amorphous. An arcanoplasm can move through gaps as small as one
square inch without penalty.

Arcanesense. An arcanoplasm can automatically detect the location of
any arcane spellcaster within 100 feet. This ability is not blocked by
any material.

Arcane Spell Mimicry. As an action, an arcanoplasm can mimic any
arcane spell of 4th level or lower cast within 30 feet of it on its next
turn. The spell takes effect as if cast by a 7th-level sorcerer (spell
save DC 13, +6 spell attack bonus) and requires no components.
Because of its innately magical nature, an arcanoplasm adds both
its Con and Cha modifiers to concentration checks when it takes
damage.

Immutable Form. The golem is immune to any spell or effect that
would alter its form.

AcTIONS

Multiattack. The arcanoplasm make one Slam attack and one
Constriction attack.

Slam. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 5
(1d6 + 2) bludgeoning damage plus 3 (1d6) acid damage, and the
target is grappled (escape DC 12).

Constriction. One creature already grappled by the arcanoplasm

takes 5 (1d6 + 2) bludgeoning damage plus 7 (2d6) acid damage.
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BABOONWERE

Beware! Travel together after dark! The Slaughter-Ape was spotted standing
over a cow, bathed in its blood. The beast screamed an animal howl and ran fast,
on all fours, and escaped the guards. But they tracked its bloody prints to where it
scrambled right over our walls to get inside. But where it now walked, the prints
changed and became human! The man (or beast!) escaped into the alleys among
us. Beware your neighbors! Beware! — Reported last words of town crier Rupert
Hibble in Hillport

Baboonweres are evil baboons born with the ability to assume human or a hybrid
human form. Baboonweres are most often found among normal baboons, though
some prefer to maintain their human form and live among ordinary people in small
towns and villages. When the livestock and cattle begin turning up missing or slain
is when the baboonwere usually moves on, before the finger of suspicion is pointed
its way. In its hybrid form, a baboonwere stands just over five feet tall and weighs
roughly 130 pounds.

BABOONWERE
Medium beast (shapechanger), chaotic evil

Armor Class 14 (natural armor)
Hit Points 44 (8d8 + 8)
Speed 30 ft., climb 30 ft.

STR DEX CON INT WIS CHA
13 (+1) 14 (+2) 13 (+1) 10 (+ 0) 12 (+1) 12 (+ 1)

Skills Athletics +3, Stealth +4

Damage Immunities bludgeoning, piercing, and slashing attacks
from nonmagical attacks that aren’t silver

Senses darkvision 60 ft., passive Perception 11

Languages Common

Challenge 4 (1,100 XP)

Displacement. The baboonwere projects an illusion that makes it
appear to be standing near its actual location, causing attack rolls
against it to have disadvantage. If the baboonwere is hit by an
attack, this trait is disrupted until the end of its next turn. This trait
is also disrupted if the baboonwere is incapacitated or reduced to a
speed of 0.

Shapechanger. The baboonwere can use its action to polymorph into a
humanoid, a baboon-human hybrid, or a baboon. Its statistics, other
than its size, are the same in each form. Any equipment it is wearing
or carrying doesn’t transform. It reverts to its true form of a baboon-
human hybrid if it dies.

Keen Scent. The baboonwere has advantage on Wisdom (Perception)
checks that rely on scent.

Voice mimicry. The baboonwere can mimic the voice of a creature
it hears. Listeners can determine that this is an imitation with a
successful DC 11 Wisdom (Insight) check.

AcTIONS

Multiattack. The baboonwere makes two attacks, only one of which
can be a Bite attack.

Bite (hybrid and baboon form only). Melee Weapon Attack: +4 to
hit, reach 5 ft., one target. Hit: 5 (1d6 + 2) piercing damage.

Longsword (hybrid and humanoid form only). Melee Weapon
Attack: +3 to hit, reach 5 ft., one target. Hit: 5 (1d8 + 1) slashing
damage.
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BAke KuJirRA

The birds, sir, the birds came first. Hundreds! Flying tight like they had a plan.
Corg in the nest vanished under their claws an’ beaks, but he threw himself over.
They chased him right to the brine! He screamed once when he splashed, but the
water boiled and something swimming below dragged him under. The sailors on
The Sultan’s Flame crowded the rail to watch, so none saw the beast rise out of the
water behind them. It was all bones, it was, the sun shinin’ right through! It hung
in the air for just a moment ... huge, impossible ... then crashed right down on
the Flame, breakin’ her back. The wave snapped our mizzen and the main, and we
limped away as the broken halves of The Sultan’s Flame sank beneath the waves. A
bony tail fluke swatted the screaming sailors still thrashing in the churning waters.
— Nate Fairweather, former cabin boy on The Golden Crest

The bake kujira is a horrific monstrosity that outwardly appears to be the skeleton
of a gargantuan whale. In reality, its flesh and organs are transparent, giving the
impression that it is an entirely disembodied skeleton. Its common moniker, “ghost
whale,” refers to this, but the bake kujira is not actually undead. The bake kujira’s
origins are unknown, but some claim demons or evil gods created them to carry out
acts of mayhem and destruction on the sea in the name of their masters. Others think
they may have originated on another plane or are the creation of the mad sorcerers
who plagued the heroes in the era of the Thousand Kingdoms.

Bake kujira are indeed living creatures despite their appearance, but they
are definitely not natural. Encounters with the bake kujira are invariably fearful
experiences. Those few who survive their meetings with the ghost whales are
plagued by nightmares and terrible visions for the rest of their lives. It is said that
only by destroying the bake kujira who committed the original attack can their
victims ever fully be free. .

Grim forces of evil and destruction, bake kujira seem to attract other hostile
creatures. Survivors of encounters with bake kujira report that the monsters are
accompanied by flocks of vicious birds and biting fish that appear to serve the
ghost whale’s will. Especially aggressive birds and fish may actually herald a bake
kujira’s appearance, and superstitious mariners strongly advise a quick return to the
safety of port should such creatures make themselves known.

BAKE KuJira
Gargantuan monstrosity, neutral evil

Armor Class 21 (natural armor)
Hit Points 372 (24d20 + 120)
Speed 0 ft., swim 100 ft.

STR DEX CON INT WIS CHA
26 (+8) 10 (+0) 20 (+5) 6(-2) 10 (+0) 7.(=D)

Damage Resistances bludgeoning, piercing and slashing damage
from nonmagical attacks

Senses passive Perception 10

Languages —

Challenge 20 (25,000 XP)

Transparent. The bake kujira is transparent and only its skeleton
is visible, which makes it appear to be some undead monstrosity.
Attacks upon the bake kujira require successful DC 19 Wisdom
(Perception) checks or are made at disadvantage.

Ghastly Swarms. The bake kujira is accompanied by 2d4 swarms of
hostile birds and 2d4 swarms of carnivorous fish (see monster
entries). These creatures accompany the larger monster to scavenge
from its feeding, but also appear to be attracted to the bake kujira’s
overwhelmingly evil lifeforce. These swarms attack anything that
attacks the bake kujira.

AcTIONS

Breach. The bake kujira makes a full move, breaches into the air, then
crashes down upon its target. Any Huge or smaller creatures in the
bake kujira’s space must make a DC 19 Dexterity save or take 48
(4d8 + 30) bludgeoning damage and be forced into the nearest square
that is adjacent to the bake kujira.
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BasaLT WARHOUND

Badog went first into the darkness, his silvered axe in front of him as he stooped
under the standing arch of granite marking the ruins. His beefy shoulders nearly
touched the sides! When Badog stands up, people cower! Except this time. His
shrieks were filled with pain and fear and plain old terror. Badog came running fast
— no axe — in fact, no right arm that once held that axe! The hound that followed
was as dark as coal, and fire licked around its snout. It snarled around Badog's
shredded arm still caught in its pointed teeth. I’ll never forget those yellow eyes
as it gave chase. Badog fled in terror. He just didn't run fast enough. — Borolan
Ashenchisel, on the beast of the Beharrel Valleys

A basalt warhound is a massive hound that looks as if it is formed of living brass
and basalt. It stands nearly as tall as a human, and its eyes burn with yellow flame.
Its tongue and teeth are pitch-black, and flames flicker and dance around its rocky
snout as it breathes. When killed, the massive beast erupts in an explosive ring of
fire. Some spellcasters claim basalt warhound packs can be summoned from the
edges of the various elemental planes bordering the Material Plane, but other say
the beast can smell out tunnels into the world so it can roam — and hunt — freely.

BAsALT WARHOUND
Large elemental, lawful evil

Armor Class 16 (natural armor)
Hit Points 136 (16d10 + 48)

Speed 30 ft.
STR DEX CON INT WIS CHA
16 (+3) 16 (+3) 16 (+3) 6 (-2) 14 (+2) 10 (+0)

Saving Throws Dex +6, Wis +5

Skills Perception +5

Damage Resistances bludgeoning, piercing, and slashing from
nonmagical attacks

Damage Vulnerabilities cold

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 15

Languages Ignan

Challenge 5 (1,800 XP)

Death Burst. When a basalt warhound dies, it explodes in a burst of
fire. Each creature within five feet of it must make a DC 15 Dexterity
saving throw, taking 13 (3d8) fire damage on a failed save, or half as
much damage on a successful one.

Keen Smell. The basalt warhound has advantage on Wisdom
(Perception) checks that rely on smell.

Pack Tactics. The basalt warhound has advantage on an attack roll
against a creature if at least one of the warhound’s allies
is within five feet of the creature and the ally isn’t
incapacitated.

AcTIONS

Multiattack. The basalt warhound makes two Bite attacks.
Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature.
Hit: 12 (2d8 + 3) piercing damage and 9 (2d8) fire damage.
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BasiLisk, ABYssAL, GREATER

True, true, I never liked the elf. Dobs had a stick up his ... well, he was stuffy, you know what I mean? But I'm going back for him. No one deserves what
happened. That foul beast climbed out of the swamp and surprised us as we camped. I was looking for my blade — I don 't know how it had fallen — so 1
didn't look the thing in the eyes when it reared up. Dobs did. All I saw was the eight legs reflecting off my sword, scales dripping like ichor, and its jaws.
And Dobs, of course, true, true, as his pale flesh hardened into paler stone. Kind of like his personality. But I'm going back for him. I've heard tales of a
temple that pays good coin for statues. — Haric Spant of the Silver Crown Society thieves’ guild

Denizens of the Demonic Abyss, these large, eight-legged crocodilian horrors have been touched by the infecting influence of raw chaos. The stout,
armor-plated beasts literally drip ashen discord and death from their constantly molting scales and stinking slobbering jaws. Their scales range from blue-
black to dark green-black and their eyes glow with an unnatural light that petrifies their victims.

GREATER ABYSSAL BasiLisk
Large monstrosity, chaotic evil

Armor Class 17 (natural armor)
Hit Points 142 (15d10 + 60)

Speed 25 ft.
STR DEX CON INT WIS CHA
19 (+4) 10 (+0) 18 (+4) 5(-3) 12 (+1) 6(-2)

Saving Throws Con +8

Skills Perception +5

Damage Resistances cold, fire

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 90 ft., passive Perception 15
Languages —

Challenge 10 (5,900 XP)

Detect Good. The Abyssal basilisk can detect fey and celestial
creatures within 60 feet as an ongoing effect.

Foul Breath. The Abyssal basilisk’s breath is so putrid that it creates
an area of foul gas in a five-foot radius around itself. Any creature
entering that area or starting its turn within that area must succeed
on a DC 13 Constitution save or become poisoned until the start of
its next turn.

Magic Resistance. The Abyssal basilisk has advantage on saving
throws against spells and other magical effects.

AcCTIONS

Multiattack. The Abyssal basilisk makes one Bite attack and two
Claw attacks.

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 17
(3d8 + 4) piercing damage plus 10 (3d6) poison damage.

Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 13
(2d8 + 4) slashing damage.

Petrifying Gaze. If a creature starts its turn within 30 feet of the
Abyssal basilisk and the two of them can see each other, the basilisk
can force the creature to make a DC 15 Constitution saving throw
if the basilisk isn’t incapacitated. On a failed save, the creature
magically begins to turn to stone and is restrained. It must repeat
the saving throw at the end of its next turn. On a success, the effect
ends. On a failure, the creature is petrified until freed by a greater
restoration spell or other magic.

A creature that isn’t surprised can avert its eyes to avoid the saving
throw at the start of its turn. If it does so, it can’t see the Abyssal
basilisk until the start of its next turn, when it can avert its eyes
again. If it looks at the Abyssal basilisk in the meantime, it must
immediately make the save.

If the Abyssal basilisk sees its own reflection within 30 feet of it in
bright light, it must succeed on a DC 10 Wisdom save or mistake
itself for a rival and target itself with its gaze. The Abyssal basilisk’s
magic resistance gives it advantage on any resultant Constitution
save versus its own gaze.
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Bat, Fungus

We smelled it first, that musty-sweet odor when fungi grow rampant. The
cave was rank with it. Dallitus thought it was a bat at first, but the thing was so
misshapen that it was hard to believe it could even fly. I've seen bats, and they avoid
you. This thing crashed straightaway into Dall with a fleshy whoomp! and bore him
to the ground. It was sinking its fangs into the knight s neck when that plucky squire
Capers took its head off with one swing. — Sir Canevar of Farall Hold

A fungus bat has a malformed central mass that appears to be composed of fleshy
mushrooms, with long, writhing tendrils trailing its form. They attack with their
debilitating bite, which paralyzes its prey.

FunGcus BAT
Medium plant (fungus), unaligned

Armor Class 11 (natural armor)
Hit Points 16 (3d8 + 3)
Speed 30 ft., fly 60 ft.

STR DEX CON INT WIS CHA
11 (+0) 12 (+1) 13 (+1) 1(-5) 10 (+0) 1(-5)

Damage Immunities psychic

Condition Immunities frightened, prone, stunned, unconscious
Senses blindsight 60 ft., passive Perception 10

Languages —

Challenge 1/2 (100 XP)

AcTIONS

Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 5 (1d8
+ 1) piercing damage and target must make a DC 13 Constitution
saving throw or be poisoned. If the target fails the saving throw, it
immediately suffers the effects of the fungus bat’s poison, losing the
use of its legs and falling prone for one minute (as if restrained and
knocked prone). The target can repeat the saving throw on each of its
turns, ending the effect on a success.

BEAR, CAVE

The shaggy shape shambled out of the cave, its bulk filling the narrow opening
out of proportion to its ursine form. Towering above me, its limbs ready to
reach out with wicked claws that can tear and arms that can crush, something
instinctual urged flight as the musky stench of the irate cave bear washed over me.
1t stood and roared, and we knew why the natives called this beast the slayer of
tribes. — Sir Cedric of Reme, knight errant

Cave bears dwell in lands far beyond the civilized world in places long forgotten.
These prehistoric holdouts are larger than any bear has the right to be, and far more
fearsome. While they are primarily vegetarians, cave bears are not averse to the
occasional meat-based menu. Many cultures that dwell in proximity to cave bears
have learned to respect and even venerate these ill-tempered ursine beasts.

CAvVE BEAR
Huge beast, unaligned

Armor Class 13 (natural armor)
Hit Points 142 (15d12 + 45)

Speed 40 ft.
STR DEX CON INT WIS CHA
22 (+6) 10 (+0) 16 (+3) 2(-4) 12 (+1) 7(-2)

Skills Perception +4

Senses darkvision 60 ft., passive Perception 14
Languages —

Challenge 7 (2,900 XP)

Bear Hug. If the cave bear hits a creature with two Claw attacks in
the same turn, the target is grappled. The cave bear has advantage
on Bite attacks against a creature it has grappled and may use
a bonus action to inflict 15 (2d8 + 6) bludgeoning damage on the
grappled creature.

Bear Frenzy. A cave bear is not slain if reduced to 0 HP. Instead, it
enters bear frenzy. While in bear frenzy the cave bear may continue
to act normally. At the end of every turn that the cave bear is in bear
frenzy, it must succeed on a DC 12 Constitution saving throw or die.

Keen Scent. The cave bear has advantage on Wisdom (Perception)
checks that rely on scent.

AcTIONS

Multiattack. The cave bear makes two attacks, only one of which can
be a Bite attack.

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 15
(2d8 + 6) piercing damage.

Claws. Melee Weapon Attack: +8 to hit, reach 10 ft., one target. Hit: 11
(1d10 + 6) slashing damage.
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BERBEROKA

We thought the raft had caught on a rock. It stopped so
suddenly in the Gaelon's swift flow that we nearly tumbled
headfirst into the water. The old fisherman guiding us made the
mistake of looking over the edge, and that'’s when the greenish
hands erupted from the water and grabbed him by his long white
beard. He went overboard with a splash and vanished. What came
out of the water in his stead was as big as an ogre, but scaled and
green. Its hands and feet were webbed. If not for the fiery blast
Berthal conjured, we might not have made it off that raft alive.

— The Esteemed Scholar Yarl Enders of Endhome

Berberoka are scaled ogres who lurk in rivers, lakes, and
other bodies of water where they seek their prey. Though
they can subsist on fish, berberoka far prefer the flesh of air-
breathing creatures, especially humans, elves, and dwarves.
They are solitary creatures, though every few years they are
compelled to venture to other lairs and reproduce, giving birth to
small berberoka who seek out their own aquatic lairs. Most prefer
freshwater lakes and rivers, though reports of berberoka lurking in
coves, inlets, and other calm saltwater places exist.

A berberoka secretes an oily substance that attracts fish to its
location. If especially hungry, a berberoka can subsist on the fish that
it attracts, but it normally uses these schools of fish to lure surface-
dwelling fisherfolk, whom it then seizes and attempts to drag to
their doom. This substance can be extracted from a dead berberoka,
making it an extremely valuable commodity.

BERBEROKA
Huge giant, chaotic evil

Armor Class 14 (natural armor)
Hit Points 114 (12d12 + 36)
Speed 30 ft., swim 30 ft.

STR DEX CON INT WIS CHA
19 (+4) 10 (+0) 16 (+3) 6(-2) 8(-1) 6(-2)

Skills Stealth +4

Senses darkvision 60 ft., passive Perception 9
Languages Common, Giant

Challenge 4 (1,100 XP)

Amphibious. Berberoka can breathe air and water.

Aquatic Stealth. Berberoka have advantage on stealth checks made
while in water.

Fisherman’s Friend. Berberoka secrete a substance that attracts
fish and when in water draw all fish of Intelligence 1 within a 100-
yard radius to their location. A slain berberoka yields 3d6 doses of
fisherman’s friend (as it is commonly called), and each dose sells for
100gp.

AcCTIONS

Multiattack. Berberoka make two Fist attacks.

Fist. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. Hit: 13
(2d8 + 4) bludgeoning damage. Target is grappled (Escape DC 14). If
both fist attacks hit, target is also restrained.

Drown. The berberoka can submerge along with any grappled or
restrained targets. It then engages in a Strength ability contest with
its grappled or restrained targets to force the air from their lungs.

If the berberoka succeeds, the target begins drowning (see rules for
suffocation). Contests against grappled opponents are normal, but
the berberoka has advantage on contests against targets that are
grappled and restrained.
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BINGUAI

That arrogant blowhard Pren the Red led us right into that trap. The walls were
too close and forced us into a single-file march. You just knew it wasn t safe. It was
already too late when an icy wind pushed the snow into a frenzy, freezing our bones.
That was when the first giant stuck its head over the wall and glared down at us.
It'’s eyes were gone, replaced by a glacial light blazing like the sun. Pren swung at
the meaty arm as it reached for him, but his blade only chipped the giants skin.
The second one reared up right behind us, rising out of the snow. We’'d walked
right over the thing! It was worse off than its partner, with a hole blown through
its chest to expose its broken ribs. I ducked out of its reach before it blocked the
ravine completely. — Janel Free, last surviving member of the Company of the
Blazing Shield

The binguai, or frozen giants, can be found in the mountains that surround
the Xha’en Hegemony. They are the undead remains of shamans or
especially bloodthirsty warriors risen from the dead to visit
frozen doom upon their tribes’ enemies. The presence of
binguai in a group of warriors is considered an especially
auspicious omen for the frost giants, and they are known to
fight with greater ferocity when accompanied by one.

In addition to their role in a frost giant tribe,
binguai may also rise from their graves to defend
the final resting places of other frost giants. In such
cases, binguai stand watch over tombs, cairns, or places
where other giants have fallen, and may sometimes
be mistaken for corpses themselves. Should intruders
approach too closely, however, the binguai shows
itself and attacks fiercely, unleashing its freezing
whirlwind before attacking.
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BIiNGUAI
Huge undead, neutral evil

Armor Class 18 (natural armor)
Hit Points 138 (12d12 + 60)

Speed 30 ft.
STR DEX CON INT WIS CHA
23 (+6) 9(-1) 21 (+5) 7(2) 10 (+0) 6(-2)

Saving Throws Con +8, Wis +3, Cha +4
Damage Immunities cold
Senses passive Perception 10
Languages Giant

Challenge 8 (3,900 XP)

Magic Resistance. The binguai has advantage on saving throws
against spells and other magical effects.
Morale Boost. Frost giants within 120 feet of a binguai gain a +2
bonus to their attack and damage rolls.

AcTIONS

Multiattack. The binguai makes two Icy Chains attacks.
Icy Chains. Melee Weapon Attack: +9 to hit, reach 10 ft.,
one target. Hit: 25 (3d12 + 6) bludgeoning damage plus
10 (3d6) cold damage.
Freezing Whirlwind (recharge 5-6). The binguai
summons a swirling storm of ice and snow that
E - affects a 20-foot radius. Each creature in the area
, )y must make a DC 16 Constitution saving throw. On
a failure, a target takes 45 (10d8) Cold damage and
{‘ " is imprisoned in a column of ice. Imprisoned targets
A are restrained (escape DC 16) and must make DC
’ 16 Constitution saving throws each round or take
3 (1d6) cold damage from the effects of ice and
: A suffocation. The restrained target can escape or be
H‘" /! freed by a companion. The ice is Armor Class 12
% J and has 15 hit points. Once the ice is destroyed,
the target can act normally.

Ty '8

o, T HORDRS

BLoob KakTos

1 was starving and mad with thirst, but I swear I'm not making it up. They
were real. Our caravan was about a day's ride north of the Shield Basilica and
everything was well. The Kanderi is deadly, but we were prepared. Still, all that
sand and nothing for miles. The cactuses were so strange but so pretty. Until some
of them started to move! Something whistled by my ear, and I heard Smithson cry
out. Needles stuck out from his entire body. Aneleise was caught in the grip of
another one. Her face was sunken and pale, bloodless. I turned and ran. Better the
burning sands than to die like that. — Coral Gammew, upon her rescue by troops
from the Shield Basilica of Muir

The blood kaktos is a mobile, sentient plant that inhabits any warm, sandy
environment. It is a relative of the common saguaro cactus and has leathery green
flesh covered with needle-like spines, with two jointed, branch-like arms sprouting
from a large trunk that grows to between five and seven feet tall upon maturity.

Three eyes approximately two inches in diameter appear as a darker shade of
green. They are typically positioned in a scalene triangle formation and are the
only obvious sensory organs. The casual observer could easily perceive the eyes as
ordinary scars or imperfections found on a common cactus and may not be aware
they are looking at a deadly blood kaktos.

BLoob KakTos
Large plant, lawful neutral

Armor Class 14 (natural armor)
Hit Points 60 (8d10 + 16)

Speed 25 ft.
STR DEX CON INT WIS CHA
17 (+3) 10 (+0) 14 (+2) 10 (+0) 9(-1) 7(=2)

Skills Stealth +4, Perception (+3 or +1)

Damage Resistances fire

Damage Vulnerabilities cold

Condition Immunities deafened

Senses darkvision 60 ft., passive Perception 13 (or 11)
Languages Blood kaktos telepathy

Challenge 2 (450 XP)

Silent Slither. The blood kaktos has advantage on Dexterity (Stealth)
checks to move silently through sand when sneaking up on prey.
Telepathic Communication. The blood kaktos cannot speak, but
it can communicate with others of its kind through telepathic
communication. The communication consists of the conveyance of
emotions and intent, allowing groups of blood kaktoses to loosely
coordinate attacks against prey.

AcTIONS

Multiattack. The blood kaktos makes two Prickly Punch attacks.
Prickly Punch. Melee attack: +5, range 5 ft. Hit: 6 (1d6 + 3) piercing
damage and 3 (1d6) poison damage. If both prickly punch attacks
are successful against the same target, the blood kaktos embraces
the victim, who is grappled and restrained until it breaks the
embrace. The blood kaktos extends its proboscis to penetrate any
exposed skin, writhing through armor joints if need be. This is an
automatic hit that causes its victim to lose 3 (1d4 + 1) hit points at
the beginning of the target’s turn as the blood kaktos gorges upon
the victim’s blood. If the victim breaks free from the embrace, the
blood kaktos immediately retracts its proboscis, fearing damage
to its delicate organ. The victim can use an action to attempt
a DC 13 Strength (Athletics) or Dexterity (Acrobatics) check to
escape. A victim that escapes the embrace sustains an additional
3 (1d6) slashing damage as the needles rip the escapee’s flesh.
Huff and Puff (recharge 4-6). The blood kaktos inhales air
into the space between its outer layer of skin and its inner
membranous tissue and then forces it out sharply, spraying
needles in all directions over a 10-foot radius. Any creature
within this area must make a DC 14 Dexterity saving throw.
Those that fail the saving throw take 9 (2d8) piercing damage
from the flying needles while those that succeed take half this
amount.
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BLoop ORCHID

BLoob ORCHID SAVANT

You need to ask Audreie who killed the master s family. I was tending the flowers.
The beautiful flowers. They talk to me sometimes, you understand? Perfection.
Audpreie is the most beautiful. Her petals three are rosy and pale. Her voice in my
mind is sweet and makes me think of the distant flower fields of Old Burgandia.
Those flowers didn't speak to me, though, understand? Audreie didn't like the
master, you know? She’d look me in the eye and whisper what their fates should
be. I never listened, though. Never. Not even that one time. And definitely not the
next. She was so kind. I left her in the greenhouse. She's still waiting there for me.
— From the rantings of the gardener Semore, after the tragedy at Shaw Manor

This beast has three downward curving “petals” of flesh with dark, pebbly outer
hides and pallid whitish undersides. The petals converge at the blood orchid’s center
and end with split tips. On its underside at the center dangle a swarm of writhing
pallid tentacles: 16 manipulator arms and eight thinner tendrils with red eyes at the
ends. A sphincter-shaped mouth at the end of a flexible trunk one foot long and six
inches in diameter is at the center of these tentacles. Another cluster of eye tendrils
is at the apex of the creature.

Blood orchids are territorial, xenophobic, and possessive. They rarely form
alliances with other creatures as their alien mindset keeps them from forming any
common ground. They regard other races as aberrant and not to be trusted, even
other lawful creatures.

Communication by blood orchids is through a means of empathy/telepathy.
They have no sense of hearing, which renders them immune to sonic effects. The
blood orchid can close its outer petals downward and rest on the ground, where it
resembles a rocky nodule or fungus of some kind.

Blood orchids occasionally develop sorcerous talents and transform into savants.
When their abilities reach a certain level, they evolve into a grand savant. Normally,
each colony of blood orchids is led by a single grand savant, and another cannot
evolve while one is present. Typically, a blood orchid savant ready to become a
grand savant leaves the colony with a few followers and sets out to establish a new
brood elsewhere.

BLoop ORcHID
Large aberration, lawful evil

Armor Class 14 (natural armor)
Hit Points 76 (9d10 + 27)
Speed 5 ft., fly 30 ft.

STR DEX CON INT WIS CHA
15 (+2) 12 (+1) 16 (+3) 11 (+0) 12 (+1) 13 (+1)

Skills Stealth +4

Damage Resistances acid, cold, lightning, fire
Damage Immunities thunder

Senses darkvision 60 ft., passive Perception 11
Languages telepathy 120 ft.

Challenge 5 (1,800 XP)

Hyper-Awareness. A blood orchid cannot be surprised.

Telepathic Bond. Blood orchids have a telepathic link to other blood
orchids that are within 120 feet.

AcCTIONS

Multiattack. The blood orchid uses Blood Drain and makes up to
three Tentacle attacks.

Tentacle. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit:
11 (2d8 + 2) bludgeoning damage and the target must succeed on a
DC 13 Constitution saving throw or be poisoned for one hour. The
target is also grappled (escape DC 11). While grappled this way,
the creature is restrained. Until the grapple ends, the blood orchid
can’t use this tentacle on another target. The blood orchid has three
tentacles with which it can attack.

Blood Drain. The blood orchid feeds on a creature it is grappling. The
creature must succeed on a DC 13 Constitution saving throw or its
hit point maximum is reduced by 5 (1d10). This reduction lasts until
the creature finishes a long rest. The target dies if this effect reduces
its hit point maximum to 0.
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Ablood orchid savant is a rarity among blood orchids that has learned to cast spells.

BrLoob ORCHID SAVANT
Large aberration, lawful evil

Armor Class 15 (natural armor)
Hit Points 97 (13d10 + 26)
Speed 5 ft., fly 30 ft.

STR DEX CON INT WIS CHA
15 (+2) 14 (+2) 14 (+2) 13 (+1) 16 (+3) 18 (+4)

Skills Stealth +5

Damage Resistances acid, cold, lightning, fire
Damage Immunities thunder

Senses darkvision 60 ft., passive Perception 13
Languages telepathy 120 ft.

Challenge 7 (2,900 XP)

Spellcasting. The blood orchid is a 4th-level spellcaster. Its
spellcasting ability is Charisma (spell save DC 15, +7 to hit with
spell attacks). It can cast the following spells:

Cantrips (at will): dancing lights, fire bolt, light, mage hand

1st level (4 slots): burning hands, color spray, detect magic, magic
missile

2nd level (3 slots): darkness, ray of enfeeblement, scorching ray

Hyper-Awareness. A blood orchid cannot be surprised.

Telepathic Bond. Blood orchids have an unbreakable telepathic link
to other blood orchids that are within 120 feet.

AcCTIONS

Multiattack. The blood orchid savant makes three attacks with its
Tentacles.

Tentacles. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit:
11 (2d8 + 2) bludgeoning damage and the target must succeed on a
DC 14 Constitution saving throw or be poisoned for one hour. The
target is also grappled (escape DC 14). While grappled this way, the
creature is restrained. i

Blood Drain. The blood orchid feeds on every creature it is grappling.
Each grappled creature must succeed on a DC 14 Constitution
saving throw or its hit point maximum is reduced by 5 (1d10), and
the blood orchid savant regains the same number of hit points. The
reduction lasts until the creature finishes a long rest. The target dies
if this effect reduces its hit point maximum to 0.

Charm. One creature within 30 feet must succeed on a DC 15
Wisdom saving throw or be charmed for 24 hours. The creature
is not under the blood orchid’s control but regards it as a
trusted friend, takes its requests as favorably as possible, and
won’t try to escape from the blood
orchid’s grapple. Each time the
blood orchid or its allies do
anything harmful to the
creature, it can repeat the
saving throw.

BLooby BoNES

We were not the first to delve into the forgotten temple. Signs were everywhere of
others along the entire path into the hidden sanctuary: thieves who tripped traps,
the remains of those slaughtered by some horrid monster we had yet to encounter,
and, in one case, a scorched mark on the floor and a pair of singed lockpicks stuck
in a door. It was in the hour of the rooster that we found the monster of the temple.
It was a skeleton, and we underestimated it. We should have known it was no normal
animated dead; the thing leaked blood and mucus and attacked with cunning and
surprise. Its tentacles whipped about and tore Asandra limb from limb. — Tara the
Wise, adventurer

Bloody bones are created when a person desecrates the temple of an evil god
and dies in the process. At least, that is what scholars hope, for that would make
this horror decidedly rare. Appearing like any other animated skeleton, the bloody
bones can be discerned as different by three factors: It still has a significant amount
of sinew and bits of flesh upon its bones; blood and mucus constantly leak from its
bones, making it a very slippery foe indeed; and finally, four intestine-like tentacles
emerge from its empty abdominal cavity to whip around, crush, and rend.

BLoopy BoNEs
Medium undead, neutral evil

Armor Class 12
Hit Points 78 (12d8 + 24)
Speed 30 ft.

STR DEX CON INT WIS CHA
17 (+3) 14 (+2) 15 (+2) 8(-1) 12 (+1) 9 (1)

Saving Throws Wis +3

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 11
Languages the languages it knew in life
Challenge 4 (1,100 XP)

Bloody Regeneration. When the bloody bones doesn’t have all of its
hit points, it seeps blood from its pores. At the start of its turn if it
is seeping blood from its pores, it regains 5 hit points. If the bloody
bones takes radiant damage, this trait doesn’t function at the start
of the bloody bones’s next turn. The bloody bones dies only if it starts
its turn with O hit points and doesn’t regenerate.

Undead Nature. A bloody bones doesn’t require air, food, drink, or sleep.

AcTIONS

Multiattack. The bloody bones makes two Bloody Fist attacks.
Bloody Fist. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 6 (1d6 + 3) bludgeoning damage plus 4 (1d8)

poison damage.

Blood Spray (recharge 5-6). If the bloody bones doesn’t
have all of its hit points, it sprays blood in a 30-foot cone.
Each creature in that area must make a DC 13 Dexterity
saving throw. On a failure, a creature takes 18 (4d8) poison
damage and is poisoned for one minute. On a success, a

creature takes half the damage and isn’t poisoned.
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Boc CorPsE

The old man promised us a route from the Swamp Road east to Trader'’s Way.
We should have seen through his lies. The Creeping Mire is unforgiving as it is, but
he led us into a region of old ruins, overhanging trees, and thick mosses. The bog
sucked at our steps as we moved. The old man laughed at our struggles. And kept
laughing. When we turned on him, his form melted into the bubbling muck. The
dead things clawed their ways out of the spot soon after, their stench bringing bile
into our throats. Fennick and I fled into the bog as our bodyguards held them off-
We finally found our passage. Never use it. — Domick Phelan, merchant trader out
of Saxentry

Created by foul magics of long-dead gods, bog corpses are the remains of victims
sacrificed to these otherworldly entities in times long before history began to be
recorded. Cursed by the rituals that consigned them to a fetid tomb, bog corpses
protect the sacred places in which they died. Once their unholy sites are disturbed,
they rise to drive off the intruders and also to hound them to death. Those slain by
a bog corpse are not entirely dead, and the bog corpse attempts to carry its victims
back before the soul departs its body. Once interred in the rotting bog, the fresh
corpse transforms into a bog corpse.

Boc CoRPSE
Medium undead, chaotic evil

Armor Class 9
Hit Points 26 (4d8 + 8)
Speed 20 ft., swim 20 ft.

STR DEX CON INT WIS CHA
16 (+3) 8(-1) 14 (+2) 8(-1) 12 (+1) 4(-3)

Damage Vulnerabilities fire

Damage Resistance piercing and bludgeoning damage from
nonmagical attacks

Damage Immunities necrotic, poison, psychic

Condition Immunities exhaustion, frightened, poisoned, stunned

Senses darkvision 60 ft., passive Perception 11

Languages —

Challenge 1 (200 XP)

Highly flammable. Bog corpse bodies are often preserved in peat or
tar deposits, and their very flesh is imbued with these substances. A
bog corpse that suffers fire damage is lit on fire and suffers 3 (1d6)
fire damage at the end of its turn. While on fire, a bog corpse inflicts
an additional 2 (1d4) fire damage to anyone it hits with its Fist
attack, and those who strike the flaming corpse with a melee attack
while within five feet suffer 1 fire damage.

Watery Grave. A creature reduced to 0 hit points by a bog corpse
is not dead. Instead, it falls into a coma that lasts until the bog
corpse that reduced it to 0 hit points is slain, after which the victim
becomes stable as if it had passed three death saves. If a creature in
a coma caused by a bog corpse is placed in the sacred bog the corpse
guarded, that creature becomes a bog corpse in 1d6 days.

AcCTIONS

Fist. Melee Weapon Attack: +5 to hit, reach 5 ft., 1 target. Hit: 7
(1d8 + 3) bludgeoning damage and the target is marked by the
bog corpse. The bog corpse or any other bog corpse from the same
sacred bog gains advantage on attack rolls against a marked target.
Furthermore, they can detect the presence of a marked creature
within 30 feet, and they know the approximate location of the
marked creature if it is farther away.
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BoNE COBBLER

The cave was full of sculptures, well-done sculptures mind you, but of grotesque
and bizarre forms. All were made from bones attached with leather and wire. There

were halflings with goat heads, orc and elf bones fused together in a mockery of

life, and this one weird thing that looked like a wind chime crossed with a swarm
of pixies. We were on edge by the time we met the sculptor, and then that undead
thing stripped our guide of his flesh in an instant. — Algrid Henswaithe, University
of the Vast

Everyone needs a hobby, even the undead. Bone cobblers are desiccated looking
undead who are not much more than skin and bones. They are master sculptors
who love nothing more than making grotesqueries out of their victims’ remains.
That undead should have an artistic sensibility, no matter how grim and horrid it
might be, comes as a surprise. Almost as much of a surprise as the fact that the
bone cobbler can strip a body of all flesh in a matter of seconds, gobbling down the
gibbets as it plans its next masterpiece.

BoNeE COBBLER
Medium aberration, chaotic evil

Armor Class 13 (natural armor)
Hit Points 22 (5d8)

Speed 30 ft.
STR DEX CON INT WIS CHA
14 (+2) 15 (+2) 11 (+0) 10 (+0) 14 (+2) 8(-2)

Senses darkvision 60 ft., passive Perception 12
Languages Deep Speech, Undercommon
Challenge 2 (450 XP)

Bonestripping. A bone cobbler can strip the flesh from the corpse of
a Medium creature in three minutes using its claws and hammers.
For each size category larger or smaller than Medium a corpse is,
add or subtract one minute. Once stripped, the bone cobbler devours
the flesh and collects the victim’s bones to use in its sculptures. A
creature slain in this manner can be brought back to life only by a
wish or resurrection spell.

AcTIONS

Multiattack. The bone cobbler makes two melee attacks.

Claws. Melee Weapon Attack: +4 to hit, reach 5 ft., one creature. Hit: 4
(1d4 + 2) slashing damage.

Light Hammer. Melee or Ranged Weapon Attack: +4 to hit, reach 5 ft.
or range 20/60 ft., one creature. Hit: 4 (1d4 + 2) bludgeoning damage.

Animate Bones (1/day). A bone cobbler animates up to five skeletal
statues within 30 feet of itself. These creatures use the stat block
of skeletons, though their forms and structures do not need to
resemble humanoids or anything remotely humanoid. The skeletal
statues remain animated until destroyed, until the bone cobbler wills
them back into statues, or for 24 hours.
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BonNE NEEDLE

The floor of the cavern crunched with the brittle bones of past creatures that came
before us. Serella gathered a skull in her hands — it appeared to be the remains of
a large wolf — and peered closely at the bone. Her final words were, “This is far
from natural.” A clattering of bones heralded her death, as gobs of flesh on spider’s
legs rose up around her. One leaped and wrapped around her throat, choking off’
her scream and kicking up a cloud of bone dust that obscured my vision. Fernald
waded in to rescue his bride, his fiery blade slashing a glowing arc through the veil.
1 heard him scream once then go silent. — Danwalt the Sad, elven bard of Suilley

Bone needles are eyeless, bone-white creatures that resemble a five-foot-diameter
blob of semi-translucent flesh with eight spindly, spidery legs colored black or gold.
These creatures feed on bone marrow, so their lairs are always scattered with the
cracked, deformed bones of their victims, both humanoid and animal. A greater
bone needle is a larger version of the lesser. They appear to be nothing more than
lesser bone needles that have survived long enough to grow larger than their nest
mates.

A bone needle’s mandibles are glossy-black and hollow, both to inject poison and
to siphon out the dissolved flesh and bone from a victim’s corpse. While feeding,
the bone needle’s fleshy form pulsates and expands. After feeding, its form becomes
less translucent and takes on a greenish-yellow color.

Bone needles make their lairs deep underground to avoid natural daylight,
though some brave the surface world by venturing from their lairs at night. Such
surface encounters are rare and are always with at least a pack of greater and lesser
bone needles. Bone needles flee natural daylight if at all possible.

GREATER BONE NEEDLE
Medium beast, unaligned

Armor Class 13
Hit Points 31 (7d8)
Speed 30 ft., climb 20 ft.

STR DEX CON INT WIS CHA
8 (-1) 16 (+3) 11 (+0) 1(=5) 12 (+1) 3 (-4)

Damage Immunities Psychic

Condition Immunities charmed, frightened
Languages None

Senses darkvision 60 ft., passive Perception 11
Challenge 1 (200 XP)

Aversion to Daylight. Bone needles shun light. While exposed to
natural (not magical) sunlight, they have disadvantage on all attack
rolls, saving throws, and skill checks.

Bone Needle Poison. The bite of a bone needle injects a syrupy
neurotoxin that destroys flesh and weakens bone. A creature that
fails its saving throw against bone needle poison gains the poisoned
condition. While the creature is poisoned by bone needle poison,
it also takes an extra 2 damage whenever it takes bludgeoning,
piercing, or slashing damage. Cumulative bites do not increase the
extra damage. The poisoned creature can repeat the saving throw
after a long or short rest, ending the poisoned condition with a
successful save. A lesser restoration spell or comparable magic also
neutralizes the poison.

AcCTIONS

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one creature. Hit: 12
(2d8 + 3) piercing damage and the target must make a successful
DC 12 Constitution saving throw or suffer the effect of bone needle
poison (see above).

LEsseER BONE NEEDLE
Small beast, unaligned

Armor Class 12
Hit Points 10 (3d6)
Speed 20 ft., climb 20 ft.

STR DEX CON INT WIS CHA
5(-3) 14 (+2) 10 (+0) 1(-5) 10 (+0) 3 (-4)

Damage Immunities psychic

Condition Immunities charmed, frightened
Senses darkvision 60 ft., passive Perception 10
Languages None

Challenge 1/4 (50 XP)

Aversion to Daylight. Bone needles shun light. While exposed to
natural (not magical) sunlight, they have tactical disadvantage on all
attack rolls, saving throws, and skill checks.

Bone needle Poison. The bite of a bone needle injects a syrupy
neurotoxin that destroys flesh and weakens bone. A creature
that fails its saving throw against bone needle poison gains the
poisoned condition. While the creature is poisoned by bone needle
poison, it also takes an extra 2 points of damage whenever it takes
bludgeoning, piercing, or slashing damage. Cumulative bites do not
increase the extra damage. The poisoned creature can repeat the
saving throw after a long or short rest, ending the poisoned condition
with a successful save. A lesser restoration spell will also neutralize
the poison.

Crowd. Up to three bone needles can occupy the same five-foot space.

AcCTIONS

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one creature. Hit: 5
(1d6 + 2) piercing damage and the target must make a successful
DC 12 Constitution saving throw or suffer the effect of bone needle
poison (see above).
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BoNE REAPER

Clayvon's spirit had just returned to his body, an ephemeral mist rushing out
of the void to settle on his pallid skin thanks to the temple priests’ ministrations.
The high priest stepped away, his brow beaded with sweat from the effort. Clayvon
had died violently and wresting him from death’s embrace had taken a toll. The
high priest smiled, “It is finished. You re friend has returned.” Those were his last
words. A cloaked figure stepped out of the shadows and ripped the priest’s head

from his shoulders. Wicked claws still dripped with his holy blood as the figure

turned next toward Clayvon's stirring form. Its voice was a horrible whisper as it
spoke, “Betrayer! Cheater of death!” — Queln Banistrate, Priestess of Muir

The gods of the dead send a bone reaper when a mortal cheats death through a
raise dead spell or some other trick of fate. They seek out the offending person to
return them to death. They slay any who get in their path.

Bone reapers are found in graveyards near shrines where the dead are raised.
They often linger in the vicinity after slaying an offending mortal. They are drawn
to battlefields and haunt dark city streets in cities that fail to give the gods of death
proper homage. During the daytime, they slink into crypts, lightless abandoned
buildings, and dark under-cities to hide from the light.

BoNE REAPER
Medium undead, neutral evil

Armor Class 12
Hit Points 112 (15d8 + 45)

Speed 30 ft.
STR DEX CON INT WIS CHA
18 (+4) 14 (+2) 17 (+3) 11 (+0) 10 (+0) 8(-1)

Damage Immunities poison

Condition Immunities charmed, exhaustion, frightened, paralyzed,
petrified, poisoned, stunned

Senses darkvision 60 ft., passive Perception 10

Languages —

Challenge 8 (3,900 XP)

Death Sense. The bone reaper can sense the exact location of any
humanoid within 120 feet who has been rendered unconscious from
damage or who has died and been raised from the dead within the
past 30 days. The bone reaper prefers to attack such targets above
all others.

Scared to Death. Any creature within 30 feet that sees a bone reaper
must make a DC 16 Constitution saving throw or be paralyzed with
fear for one minute. A creature that has been reduced to 0 hit points
within the past 30 days has disadvantage on the saving throw. The
target can repeat the saving throw at the end of each of its turns,
ending the effect on itself on a success. Even if an opponent succeeds
at a saving throw from seeing a bone reaper, he or she must again
save upon a successful claw attack. A final save from this renders
immunity for the remainder of the encounter.

Turn Back Death. A character able to channel divinity has an
advantage on all attacks and saving throws against bone reapers.

AcTIONS

Multiattack. The bone reaper makes two Slam attacks.

Claws. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 13
(2d8 + 4) slashing damage, and the target is grappled and restrained
(escape DC 15), and the bone reaper can’t grapple another creature
or use its slam attack.
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BONESUCKER

Wood chips stuck out in Ol Orlg s beard as he swung hard at them trees. That axe
must have chopped half a tree with each swing. He was mid-chop when somethin’
caught our eye. It looked like it was half tree, and I would’a swung me own axe if
that had been all. But tentacles whipped and waved over its top, and these coal-
black eyes looked right back at us. Orlg was the first to run, and I wasn't but a
moment behind him. The thing clambered after us, makin’ quite a racket. We got out
a there, but I ain t never goin’ back. — Woodsman Jensen O 'Harn on the thing they
saw while working in the Elderwood

A bonesucker resembles a fleshy, 10-foot-tall tree trunk. Atop its main body
protrudes a mass of writhing tentacles that constantly ooze and drip a brownish-
yellow fluid. A ring of black, unblinking eyes is near the top of its body. This bizarre
creature stalks the darkness of wastelands and dank caves. The body is encased in a
thick, rubbery sheath of flesh and muscle that makes the bonesucker highly resistant
to injury. The bonesucker moves about using five thick tentacles at its base.

Bonesuckers consume only the bones of an opponent by grabbing it and piercing
its flesh with its hollow tentacles. The tentacles inject digestive enzymes into the
bones, which break down and are sucked up as a pasty meal for the bonesucker.
Experienced adventurers always know when they are near the hunting grounds of
a bonesucker as the creature leaves boneless carcasses of past meals lying about.

A bonesucker attacks with its tentacles. Initially, the tentacles appear to be
only a foot or two in length, but the bonesucker can extend them to a length of
approximately 10 feet. It can attack with up to four of its eight tentacles in a single
round. A bonesucker’s natural weapons are treated as magic weapons for the
purpose of overcoming damage reduction.

BONESUCKER
Large aberration, neutral evil

Armor Class 14 (natural armor)
Hit Points 102 (12d10 + 36)
Speed 20 ft.

STR DEX CON INT ° WIS CHA
18 (+4) 13 (+1) 17 (+3) 10 (+0) 12 (+1) 13 (+1)

¥ Skills Athletics +8, Perception +5, Stealth +3
Senses darkvision 90 ft., passive Perception 15
Languages Aklo
Challenge 4 (1,100 XP)

All Around Vision. A bonesucker sees in all directions at once. It
cannot be flanked.

Liquify Bones. If a target is grappled by the bonesucker at the start of
the bonesucker’s turn, as a bonus action, the target’s Strength score
is reduced by 1d4. The target dies if this reduces its Strength score
to zero. Otherwise, the reduction lasts until the target finishes a long
rest or lesser restoration or better is used on the target.

Magic Weapons. The bonesucker’s weapon attacks are magical.

AcCTIONS

Multiattack. The bonesucker makes four Tentacles attacks.
Tentacles. Melee Weapon Attack: +6 to hit, reach 10 ft., one target.
Hit: 14 (4d4 + 4) bludgeoning damage. The target is grappled (escape
DC 14) if the bonesucker isn’t already grappling a creature, and the
target is restrained until the grapple ends.
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BRAMBLE

The red berries are the best. Try some. I’ve grown plenty. They grow so quickly.
1’ve been picking them and sending baskets of them into the manor house all week.
You have to watch out for the thorns, though. The vines don t like people taking the
fruits of their labor. Heh. Fruits. I don't feel so well. Maybe I ate too many. They
are just so good. So good. — Gardener Ernst Travisko of Harlow Manor near Albor
Broce

A bramble is much like any other plant. It absorbs sunlight, draws
water and other nutrients from the soil, and wants only to live
and reproduce. However, somewhere in the course of its
magic-tainted evolution, the bramble became not just
an aggressively invasive species but a community-
destroying monster. Left to spread, it would not
be impossible for the bramble to destroy and
consume all other plant-life in the world. In
communities where the bramble has already
won, all clothing and goods are made of
bramble leaves and fibers (though bramble
does not make an excellent textile or building
material), and even the wine is made from
bramble juice. Brambles become vital to
every profession in the region, because it is
all people have.

Brambles instinctively avoid revealing
that they are more than mere plants, so a
threatened bramble leaves its own defense to
its loyal addicts and to its bramble zombies for
as long as it can before it begins to move. Once
moving, a bramble is fast and strong. If any of
those loyal to it switch sides once they see it move,
the bramble kills those enemies first so that they
(still addicted to the berries) can instead rise as bramble
zombies.

A bramble is not particularly pretty, as plants go, though it
is in no way notably horrible. It has green leaves, cherry-sized, dark
red aggregate fruit, and pretty white flowers all year round, but this beauty is
overshadowed by tangles of woody vines and stems, and by the dead vegetation
and occasional garbage or abandoned dwellings visible in the depths of the ever-
growing bramble — remains of all it has conquered. The bramble also sports inch-
long, blood-red thorns. These thorns are a mere annoyance to those picking betries,
but should the bramble ever spring into motion, they can be deadly.

BRAMBLE
Gargantuan plant, neutral evil

Armor Class 15
Hit Points 351 (18d20 + 162)

Speed O ft.
STR DEX CON INT WIS CHA
15 (+2) 21 (+5) 28 (+9) 6(-2) 16 (+3) 9 (1)

Saving Throws Dex +11, Con +15

Skills Perception +9

Damage Immunities psychic

Condition Immunities charm, frightened, prone, stunned,
unconscious

Senses tremorsense 120 ft., passive Perception 19

Languages —

Challenge 17 (18,000 XP)

Addictive Berries. Brambles produce delicious fruit year-round.
Every time a creature that would naturally eat berries eats a
bramble berry, it must make a DC 19 Wisdom saving throw or
irrationally crave another. Once a creature eats its Constitution
score in berries, it is addicted, and can be cured only by magic such
as remove curse, greater restoration, and the like. However, since the
berries are delicious and carry no obvious ill effects, many creatures
don’t even notice that they are addicted.

Any creature that naturally eats berries can survive on bramble berries
exclusively, with no negative health effects. For Small or Medium
creatures, 20 bramble berries is as satisfying as one goodberry and
even heals a point of damage like a goodberry. Smaller or larger
creatures need fewer or more berries, but never very many. Once
an addicted creature has had enough to be satisfied, the irrational
cravings stop until the next day, but if the creature chooses to eat
more anyway (because the berries are tasty) there are no more ill
effects than might occur from eating too many mundane berries.

Baked or otherwise cooked or preserved berries are one-quarter as
addictive, effective, and satisfying as fresh berries for the first week
after preparation (it takes four berries to require a saving throw,
rather than just one). After the first week of preservation, they lose
potency and become mundane berries, safe to consume and highly
nutritious.

If forcibly deprived of bramble berries, within 1d4 hours of the first
denied craving, the addicted creature becomes incapacitated with
pain, only able to take actions that might lead to the acquisition of
a bramble berry. The cravings subside 1d4 days later, but resurface
immediately if exposed to the sight or scent of bramble berries. Only
restorative magics or the death of the bramble can permanently cure
the addiction.

Those who succeed on a Wisdom save to avoid addiction or
those cured of addiction through magic are immune to
the addictive power of the berries for one hour. After
that, they must save again if they eat more berries.
Anything that does not eat food or that does

not naturally eat berries cannot be affected by

bramble berry addiction.

Observed using detect magic, the berries are
magical, with an aura primarily from the
transmutation school. With a successful

DC 19 Wisdom (Perception) or Intelligence
(Arcana) check, a second, very faint
necromantic aura can be detected.

Create Bramble Zombies. If a Medium
creature addicted to bramble berries dies (for
any reason), the target rises again within 1d4

rounds as a bramble zombie (see monster
entry). Larger and smaller creatures do not
rise but crumble to a soil-like dust instead. If
the bramble dies, any of its bramble zombies also
immediately die and crumble to dust.
Improbable Growth. The bramble is always growing
and always producing berries. When casually
observed by sapient creatures, it seems to grow at a fast
but natural speed for an invasive berry bush, not easily

observed in action. However, though the movement is subtle,
the bramble’s vines and branches grow at an unnatural speed,
producing new berries, laying down new roots, and quietly taking
over surrounding vegetation. Once a bramble reaches Gargantuan
size, it never runs out of berries faster than its addicted creatures
can pick them, though the bramble may grow the berries in harder
and harder to reach areas to slow down picking.

If two brambles encounter one another in the same area, they merge
into a single, larger bramble. Brambles do everything in their
power to take over all vegetation in an area, including crops and
trees. They also crawl over buildings, roads, and anything else they
encounter. Left to its own devices, a bramble expands outward in all
directions at a rate of two yards per day.

Inspire Loyalty. After each month of addiction to bramble berries, a
creature must make a DC 19 Wisdom saving throw or become loyal
to the bramble. Like a lesser version of charm, loyal creatures do
not wish to see the bramble harmed and do not blame the bramble
for doing things like destroying habitats or fields of crops. So long
as the bramble continues to behave as a simple plant, they treat it
as a desired and beneficial plant. Addicted wild animals adapt their
habits to accommodate its takeover of the surrounding ecosystem.
Addicted farmers stop trying to cultivate anything but the bramble,
and instead turn their skills to bramble farming. Other addicted
sapients modestly prune the bramble to protect their homes and
roads, but otherwise welcome its presence all around them.

Bramble loyalty does not extend to acting out of character, but anyone
who harms the bramble is seen by bramble-loyal creatures with deep
suspicion as a threat to home and livelihood. Bramble loyal creatures
can tell the difference between the modest pruning of a bramble-
loyal creature and attacks intended to harm the bramble. Helpful or
harmless pruning is not viewed with suspicion.

Bramble loyal creatures are never greedy with bramble berries. They
always have as many as they need and are always willing to share.

Bramble zombies never attack bramble-loyal creatures. The first time
a bramble-loyal creature sees evidence that the bramble is able
to move, fight, and kill people, as well as the first time a bramble-
loyal creature sees a bramble zombie, the affected creature may
make another Wisdom save to shake off the bramble’s Inspire
Loyalty ability. If this save fails, the bramble-loyal creature accepts
the plant’s movement as normal, and the zombies as natural and
harmless, to be ignored.

Bramble loyalty can be removed with a remove curse spell.

Magic Resistance. The bramble has advantage on saving throws
against spells and other magical effects.

AcTIONS

Multiattack. The bramble makes six attacks.

Thorny Vine. Melee Weapon Attack: +11 to hit, reach 10 ft., one target. Hiz: 18
(2d6 + 11) slashing damage, and the target must make a successful DC 19 Dexterity
saving throw or be grappled (escape DC 19)

Crush. One target grappled by the bramble at the start of the bramble’s turn takes
4 (1d4 + 2) bludgeoning damage.
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BurNING DERVISH

Ifyou plan to cross the burning sands, be prepared to pay the toll to the being that
calls itself Khalid al-Sin. Some claim the tattooed man is pleasant and welcoming
to those who pay his fee, even helpful to those who need it. But to those who oppose
him? Those who survive say Khalid grows to a massive size and bursts into flame.
— Notice to travelers posted in many cities bordering deserts

Burning dervishes are a race of Janni separated from the elements of air, earth,
and water, having sworn themselves and their tribes in entirety to the power of the
Sultan of Brass. Burning dervishes serve as the priesthood and religious police of
the Cult of the Burning One and work forever to expand the empire of the Veiled
God who sits upon the Throne of Brass. In the City of Brass, they keep their
headquarters in the Great Ziggurat. On the terrestrial planes, they set up brazen
towers as bases from which they convert locals to militias of the Burning One and
proceed in conquering the lands through treachery and deceit.

These tall, comely beings have skin that glitters like burnished brass that
distinguishes them from the race of Janni from whom their race is derived.
Burning dervishes stand between six and seven feet tall. Their features are fine,
if not somewhat cruel, and a faint smell of burning oil permeates the air around
them. Burning dervishes are apt swordsmen but prefer to use their magical powers,
their wits, and their mortal servants to do their dirty work for them. When cornered,
they fight to the death for fear of having to face the Sultan of Brass with news of
their failures.

BuURNING DERVISH
Medium fiend, lawful evil

Armor Class 14 (natural armor)
Hit Points 45 (7d8 + 14)
Speed 30 ft., fly 20 ft.

STR DEX CON INT WIS CHA
15 (+2) 16 (+3) 14 (+2) 13 (+1) 15 (+2) 15 (+2)

Skills Perception +4, Stealth +5

Damage Vulnerabilities cold

Damage Immunities fire

Senses darkvision 60 ft., passive Perception 14
Languages Common, Ignan, Infernal
Challenge 3 (700 XP)

Elemental Endurance. Burning dervishes can survive on the Elemental
Planes of Air or Earth for up to 48 hours and on the Elemental Plane
of Water for up to 12 hours. Failure to return to the Elemental Plane
of Fire after that time deals 1 cold damage each hour to a burning
dervish until it dies or returns to the Elemental Plane of Fire.

Innate Spellcasting. The burning dervish’s innate spellcasting ability is
Charisma (spell save DC 12, +4 to hit with spell attacks). It can cast
the following spells, requiring no material components:

At will: fire bolt, produce flame

3/day: invisibility (self only)

1/day each: enlarge/reduce, flaming sphere, plane shift (self only, Elemental,
Astral, or Material Planes only)

AcCTIONS

Multiattack. The burning dervish makes two Scimitar attacks or two
Fist attacks.

Scimitar. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 6 (1d6
+ 3) slashing damage.

Fist (lame form only). Melee Spell Attack: +4 to hit, reach 5 ft., one target.
Hit: 7 (2d4 + 2) fire damage. X

Flame Form (3/day). The burning dervish magically polymorphs into a
Medium-sized column of fire for one minute, until the dervish ends
it as a bonus action, or until the dervish dies. Equipment worn or
carried by the dervish are absorbed into its form. While in this form,
it has resistance to bludgeoning, piercing, and slashing damage from
nonmagical attacks, it is immune to being grappled or restrained,
and it can move through a space as narrow as one-inch wide without
squeezing. A creature that touches the burning dervish in this form
or hits it with a melee attack while within five feet of it takes 4 (1d8)
fire damage. In addition, the burning dervish can enter a hostile
creature’s space and stop there. The first time it enters a creature’s
space on a turn, that creature takes 4 (1d8) fire damage and catches
fire; until someone takes an action to douse the fire, the creature
takes 4 (1d8) fire damage at the start of each of its turns.
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Buxiu (IMMORTAL GUARD)

The land offered new miracles with each mile we traveled. Cherry blossoms
floated around our head as we marched, butterflies swarmed us, and odd fey
creatures danced in the grasses. Commander Layst spotted the legion advancing
toward us, and we assumed they were a welcoming force. How wrong we were.
These warriors — and warriors they were, with their enameled armor and curving
blades — viciously tore into our scouts. Layst pleaded for their mercy, but he soon
realized his error as they turned their faces toward him. They had nothing but skulls
looking out of their helms at us! There was no reasoning with them. — Archer Junis
Coll of Castorhage on the march into the Xha'en Hegemony

The cruel Emperor Jin Xoku Ting treated his enemies with exceptional brutality,
rounding up rebellious nobles, dissatisfied peasants, unsuccessful officers, and
others, then subjected them to merciless torture and eventual execution by
beheading. The emperor’s tyrannical practices were bad enough on their own, but
soon were made far worse when it was discovered that he had transformed himself
into an evil lich and placed the heads of his victims into necromantically-powered
constructs to serve as his immortal guard.

Though the emperor was finally defeated, some of his constructs may live on
in distant or forgotten areas, still carrying out their last orders. When encountered,
members of the immortal guard are often tall, elegant warriors dressed in elaborate
armor enameled in red and black and embellished with gold. Many bear a great
curved sword. The skulls of the lich’s victims stare back at their foes from their
helms, their eye sockets swimming with inky blackness.

The methods by which the immortal guard were created are (perhaps mercifully)
forgotten, but it is known that the emperor placed a tiny portion of his undying
essence into each to create a tangible aura of death that surrounds each warrior.
When the immortal guard marched, grass wilted, flowers withered, and trees died.
Animals fled in fear, and those who faced the emperor’s dreaded constructs in battle
were subjected to fearsome necrotic damage as they did so.

Buxiu IMMORTAL GUARD
Medium construct, lawful evil

Armor Class 15 (natural armor)
Hit Points 136 (16d8 + 64)

Speed 30 ft.
STR DEX CON INT WIS CHA
19 (+4) 10 (+0) 19 (+4) 3(4) 11 (+0) 1(-5)

Damage Immunities necrotic, poison, psychic

Damage Resistances bludgeoning, piercing and slashing damage
from nonmagical attacks, cold, fire

Condition Immunities charmed, deafened, exhaustion, frightened,
paralyzed, poisoned, stunned

Senses darkvision 60 ft., passive Perception 10

Languages understands the language of its creator but can’t speak

Challenge 6 (2,300 XP)

Necrotic Aura. The immortal guard are infused with their creator’s
undead energy. Any living creature that enters or starts its
turn within five feet of an immortal guard must make a DC 12
Constitution saving throw or take 7 (2d6) necrotic damage.

Turned as Undead. Although the immortal guard are technically
constructs, they are still somewhat vulnerable to the same things
as undead. Clerics using their Channel Divinity ability can turn
immortal guard as if they are undead.

AcTIONS

Multiattack. The immortal guard makes two Sword attacks.
Sword. Melee Weapon Attack: +7 to hit, reach 10 ft., one target. Hit: 15
(2d10 + 4) slashing damage.
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CARAPACE SYMBIONT

It was odd at first, the way the goo slid over my form, but the colors swirling in
my vision as the armor hardened were incredible. I preferred the red armor; my
enemies swooned to see me walk among them. I thought we had an agreement, and
1 made sure to pay her for protecting me. But she just left me! I blame that gods -
blasted mage casting his magic! I felt her fear before she just vanished. — One-Eye
Cobb, found naked on the battlefield

A carapace symbiont resembles a glob of goo that shifts its colors as it moves,
shimmering through a variety of hues. An psychic race of evil overseers created
carapace symbionts to serve as a more comfortable suit of armor, and, in a
pinch, a psychic snack. Over the generations, however, the symbionts learned to
communicate silently with one another and eventually rebelled. As they fled, their
former masters cursed them, marring their previous near invulnerability such that
each of them has a fatal flaw.

This seemed a slight enough price to pay for freedom, until the symbionts
realized they could not sustain one another psychically and still needed union with
other beings to remain conscious. Given what they had endured, this prospect did
not appeal to them, and to this day most have difficulty trusting in bonds formed
with other creatures. Honesty and friendship are difficult for them, and most
are liars. When in danger (such as standing between a “wearer” and an attack to
which they are not immune), they are likely to betray any agreements they have
made and save themselves, sometimes going so far as to plane-shift away, leaving
the “wearer” undefended in the middle of a battle.

Though a swirling, marbled gray while in torpor, a goo-form carapace symbiont
shifts colors in beautiful whorls and shimmers constantly as it moves. When it takes
armor form, a carapace symbiont can choose which color to assume and whether to
adopt a metallic sheen, but it cannot shift colors again without reverting to goo form.
Carapace symbionts eat plant matter (regardless of its food value to humanoids) and
minerals (sometimes precious ones). They dislike meat and other animal products.
When forming an agreement with a symbiotic companion, many ask to be fed and/
or paid for their time. If they are paid, they eat the money.

CARAPACE SYMBIONT
Medium ooze, chaotic natural

Armor Class 17 (natural)
Hit Points 157 (15d8 + 90)

Speed 15 ft.
STR DEX CON INT WIS CHA
13 (+1) 8 (-1) 22 (+6) 15 (+2) 11 (+0) 10 (+0)

Saving Throws Dex +3, Con +10

Skills Deception +4, Persuasion +4, Stealth +3

Damage Vulnerabilities slashing damage from magical attacks
(varies: see text)

Damage Immunities acid, cold, fire, force, lightning, poison, radiant;
piercing damage from nonmagical attacks

Condition Immunities blindness, paralysis, poison, stunned
(varies: see text)

Damage Resistances bludgeoning and piercing damage (varies: see
text)

Senses darkvision 60 ft., passive Perception 10

Languages Common, Deep Speech, Undercommon, telepathy
(touch)

Challenge 11 (7,200 XP)

Defensive Symbiosis. A carapace symbiont
can enter into a symbiotic union with a Small,
Medium, or Large creature. The creature must
be sapient and language-capable. If the
symbiotic partner agrees, the carapace
symbiont surrounds the creature’s body
with its own and hardens there as a
suit of nigh-indestructible armor. This
armor requires no proficiencies but
otherwise counts as light armor. It
weighs 40 pounds (even for small or
large creatures). It offers an armor
class of 13 with no Dexterity
modifier maximum and no
Stealth disadvantage.
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In addition, many of the armor’s immunities offer resistances to the
target of the symbiotic union. The immunities that can be offered
as resistances to the “wearer” are: acid, cold, fire, force, lightning,
and radiant damage, as well as piercing and slashing damage from
nonmagical attacks. The carapace symbiont can offer resistances to
damage types only if it has immunity to those damage types.

While in Defensive Symbiosis with a wearer, the carapace symbiont
always shares that wearer’s initiative.

Fatal Flaw. Every carapace symbiont is cursed with a fatal flaw. One
of the damage types to which it should be immune is always instead
a vulnerability (some carapace symbionts might have more than one
fatal flaw if the curse hit them especially hard). Determine which
damage type is the fatal flaw by rolling 1d8 and comparing the result
to the list in the Defensive Symbiosis description above.

If the result matches with acid, cold, fire, force, lightning, or radiant
damage, the symbiont is vulnerable to that type of damage instead
of immune. If the result is slashing or piercing damage, the symbiont
is vulnerable to that type of damage from magical weapons and not
resistant to that type of damage even from nonmagical attacks. The
carapace symbiont stats above reflect a symbiont whose fatal flaw is
slashing damage. A symbiont with a fire or acid fatal flaw would be
as resistant to slashing damage as this one is to piercing damage.

Innate Spellcasting. The carapace symbiont’s spellcasting ability is
Intelligence (spell save DC 16, +8 spell attack bonus). The carapace
symbiont can innately cast the following spells, requiring no
components:

At will: chill touch, detect magic, expeditious retreat, mage hand,
shocking grasp, thunderwave, unseen servant, vicious mockery

3/day each: confusion, dispel magic, gaseous form, haste, heat metal,
hypnotic pattern, meld into stone, slow, spider climb, stinking cloud

1/day each: plane shift, telekinesis

Oozing Dodge. A carapace symbiont may use its reaction to yank
itself out of the way of an oncoming attack. After the attack is
rolled, but before damage is done, the symbiont may partially
adopt goo form in order to avoid taking damage along with the
symbiotic partner with a successful DC 16 Dexterity saving
throw; however, if it uses this ability (even if it fails to dodge the
attack), its “wearer” loses all its armor benefits for 1d2 rounds as it
rehardens itself properly.

Symbiosis Dependence. A carapace symbiont must eat food like
any living thing, but it is, in addition, dependent upon a telepathic
link to a sapient, language-capable creature in order to maintain
consciousness and free will. A carapace symbiont that goes
more than one week without a symbiotic link loses one point of
Intelligence per week. This Intelligence can be recovered only
through symbiosis. If a carapace symbiont reaches 0 intelligence,
it curls into a small gray ball and hardens into torpor. It does not
require food (or anything else) while in torpor, but it cannot move,
think, speak, or take any action until it is touched again by a sapient
and language-capable creature.

Varying Ability. A carapace symbiont cannot move or take attack
actions while hardened in symbiosis with another being. If a
carapace symbiont is in its armor state, it is capable only of the
following: using Oozing Dodge, reverting to its liquid state, and

communicating telepathically with its wearer.

g, While in its formless, liquid state, the carapace symbiont can also

move in an oozing puddle, attack as described in the stat block,
cast spells, manipulate objects, eat, speak, and do anything
else of which a puddle of sapient, mobile goo is capable.

AcTIONS

Form Shift. As an action, a carapace symbiont

may adopt its goo form at any time. Adopting
its armor form requires three rounds.
Slap. Melee Weapon Attack: +5 to hit,
reach 5 ft., one target. Hit: 18 (2d12 +
5) slashing damage.

CAat, UNDEAD FERAL

The abandoned lighthouse was said to be haunted, but we didn't see anything
until we got to the galley. At first we were sad, an entire clowder of cats had died
inside the lighthouse, and fairly recently at that. Then they started to move. While
we stared in horror at the animating corpses hissing at us, a few crept up from
behind and attacked. Their claws were sharp, but still just cat claws. Then we found
out about the poison. — Tara the Wise, adventurer

Undead feral cats. The name does not begin to describe the horror of these
walking feline corpses. They resemble recently slain cats, their corpses no more
than a few days old. The undead feral cats use this to their advantage, for they
are cunning predators who work in groups by playing dead and letting curious
or kindhearted folk approach. While the teeth and claws of these feline abominations
are not terribly dangerous, they secrete a paralyzing poison that can bring down an
ox. This poison is the true horror of these creatures, for they begin feeding while
their prey is alive but immobilized.

Cat, UNDEAD FERAL
Small undead, chaotic evil

Armor Class 12
Hit Points 3 (1d6)

Speed 30 ft.
STR DEX CON INT WIS CHA
4(-3) 15 (+2) 11 (+0) 3 (-4) 12 (+1) 6(-2)

Damage Resistances necrotic

Damage Immunities poison

Condition Immunities exhaustion, poisoned, unconscious
Senses darkvision 60 ft., passive Perception 11
Languages —

Challenge 1/8 (25 XP)

Paralyzing Poison. Every time a creature is clawed by a feral undead
cat, the creature must make a DC 10 Constitution saving throw. On
the first failed save, the character becomes poisoned; on the second
failed save, the character becomes restrained; and on the third failed
save, the character becomes paralyzed. Each effect lasts for 1d6 x 10
minutes, and the lengths add together as the character’s condition
worsens.

ACTIONS

Multiattack. The undead feral cat makes two Claw attacks.

Claws. Melee Weapon Attack: +4 to hit, reach 5 ft. one creature. Hit:
1 slashing damage and the target must make a successful DC 10
Constitution saving throw or suffer the effect of paralyzing poison
(see above).

1t leapt out of the underbrush with a shrieking howl that caused blood to leak
from our ears and deafen us. It was fast, too fast, and although it looked like a
great blue panther, it moved with astounding speed. Its claws licked out and slashed
through steel plate, and then it turned and twisted and evaded even the most well-
trained sword arm. In the end, we managed to wound it, track it back to its lair, and
dispose of it. Shame the villagers were so stingy with their rewards. Hated to have
to burn that place down. — Ultdr, son of Ultdr, adventurer

Caterwauls are bipedal felinoids that possess a degree of intelligence. They are
not tool users and prefer to hunt with their sharp claws and even sharper-pitched
howls. Their fur is midnight blue, much like the panthers they resemble. Most
caterwauls prefer to lair in caves or thickets, but some are worshipped by local
cultures as manifestations of panther-gods and can be found reclining on silk
pillows in jungle-shrouded temples.

CATERWAUL

CATERWAUL
Medium monstrosity, chaotic evil

Armor Class 16 (natural armor)
Hit Points 39 (6d8 + 12)
Speed 50 ft., climb 20 ft.

STR DEX CON INT WIS CHA
14 (+2) 20 (+5) 15 (+2) 7(=2) 14 (+2) 6(-2)

Skills Perception +4, Stealth +7

Senses darkvision 60 ft., passive Perception 14
Languages —

Challenge 4 (1,100 XP)

Evasion. If the caterwaul is subjected to an effect that allows it
to make a Dexterity saving throw to take only half damage, the
caterwaul instead takes no damage if it succeeds on the saving
throw, and only half damage if it fails.

Keen Smell. The caterwaul has advantage on Wisdom (Perception)
checks that rely on smell.

Pounce. If the caterwaul moves at least 20 feet straight toward a
creature and then hits it with a claw attack on the same turn, the
target must succeed on a DC 14 Strength saving throw or be knocked
prone. If the target is prone, the caterwaul can make one Bite attack
against it as a bonus action.

AcTIONS

Multiattack. The caterwaul makes one Bite attack and one Claw
attack.

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 9 (1d8
+ 5) slashing damage.

Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 9
(1d8 + 5) slashing damage.

TOME OF
HORRORS 31



CAvE FiIsHER

We didn t notice Kelvar was gone until we stopped at the next cave intersection
to argue again about which direction to go. The arguing had been nonstop since we
entered the caverns, and showed no signs of letting up. Ultdr was the first to note
Kelvar's absence. We doubled back to see if he had fallen in the water, and once we
found ourselves at the other end of the flooded tunnel. This time, Ultdr was gone.
Luckily, we spotted the long web filament hanging down on the third pass. — Tara
the Wise, adventurer

Cave fishers are cavern-dwelling crustaceans similar in appearance to a large
crayfish with a long proboscis. They have a grayish coloration that allows them to
better to blend into their natural habitat and a flat body that allows them to crawl
through narrow openings or to press tightly against overhangs and ledges. They
hunt by dangling web-like filaments to capture prey but are not averse to shooting
these filaments for a more active hunting style. Once reeled in, they go to work with
their sharp pincer-like claws, tearing off pieces of flesh or even entire limbs.

CAVE FISHER
Large monstrosity, unaligned

Armor Class 12 (natural armor)
Hit Points 51 (6d10 + 18)
Speed 20 ft., climb 20 ft.

STR DEX CON INT WIS CHA
17 (+3) 12 (+1) 17 (+3) 1 (=5) 10 (+0) 4(=3)

Skills Perception +2

Senses darkvision 60 ft., passive Perception 12
Languages —

Challenge 1 (200 XP)

AcCTIONS

Multiattack. The cave fisher makes two Claw attacks.

Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 6
(1d6 + 3) slashing damage.

Filament. Ranged Weapon Attack: +3 to hit, range 60 ft., one
target. Hit: the target is restrained by the filament and must succeed
on a DC 13 Strength saving throw or be pulled up to 25 feet toward
the cave fisher. As an action, the restrained target can make a DC
13 Strength check, breaking free of the filament on a success. The
filament can also be attacked and destroyed (Armor Class 12; 5 hit
points; immunity to bludgeoning, piercing, and psychic damage).
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CELESTIAL PARAGON

I had blasted the paladin out of the bell tower and was looking forward to the
satisfying crunch! when he hit the ground but it never came. The armored knight
floated 10 feet above the ground and settled gently on his feet. I looked up, and there
it was, a blasted angel rising above the burning ruins, the sun shining at its back.
1ts robes rippled with the beat of its wings. I let loose another spell from the wand,
but the fire whipped and snaked back around me, circling me with its deadly heat. |
woke up here, but don't expect to keep me. I'll get out and then that angel will pay.
— Ismel Taern, wanted member of the Dogs of Orcus

The angelic creatures known as celestial paragons originate on the higher planes
of law and good, and are dispatched by the gods to aid their chosen servants in
times of great need. They resemble statuesque humans with harsh and unyielding
gazes but are nonetheless kind and merciful to those of good alignment. They are
merciless foes of evil, especially evil arcanists, and use their special magic-draining
abilities to rob these foes of their spells.

Celestial paragons are twice the height of a human. Wings rising from their
backs flicker and shift with arcane energy. They bear great glimmering swords and
normally are clad in shining silver and gold robes Their expressions are stern but
benevolent.

Celestial guardians command significant magical power, which they can lend
to their mortal allies, passing on expended arcane energy to replenish friendly
spellcasters. Their arcane nature also allows them to rob enemies of their
spellcasting ability, draining their prepared spells though the power of their great
gleaming celestially-forged swords. These weapons are useless in mortal hands,
however, as they are intended only to serve the direct will of the gods.

CELESTIAL PARAGON
Large celestial, lawful good

Armor Class 18 (natural armor)
Hit Points 221 (26d10 + 78)
Speed 30 ft., fly 30 ft.

STR DEX CON INT WIS CHA
16 (+3) 12 (+1) 16 (+3) 13 (+1) 16 (+3) 20 (+5)

Saving Throws Con +7, Wis +8, Cha +9

Skills Insight +11, Perception +11, Persuasion +13

Damage Resistances radiant, bludgeoning, piercing and slashing
damage from nonmagical attacks

Condition Immunities charmed, exhaustion, frightened

Senses darkvision 60 ft., passive Perception 21

Languages Celestial, Common

Challenge 12 (8,400 XP)

Spellcasting. The celestial paragon is a 16th-level spellcaster. Its
spellcasting ability is Charisma (spell save DC 17, +9 to hit with
spell attacks). The celestial paragon has the following wizard spells
prepared:

Cantrips (at will): mage hand, prestidigitation, ray of frost

1st level (4 slots): detect magic, magic missile, shield, thunderwave

2nd level (3 slots): acid arrow, detect thoughts, invisibility, mirror
image

3rd level (3 slots): animate dead, counterspell, dispel magic, fireball

4th level (3 slots): blight, dimension door

5th level (2 slots): cloudkill, scrying

6th level (1 slots): disintegrate

Tth level (1 slots): plane shift

8th level (1 slots): sunburst

AcCTIONS

Multiattack. The celestial paragon makes two Sword attacks.

Sword. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 17 (4d6 +
3) slashing damage plus 18 (4d8) radiant damage. Target must succeed on a DC 17
Wisdom saving throw or lose one spell slot of level 1d6. This spell slot is lost as if
it had been used to cast a spell.

Lend Magic. As a bonus action, a celestial paragon can use one of its expended
spell slots to restore an expended spell slot of the same level to a lawful good wizard
or sorcerer within 60 feet. The paragon cannot use the slot again until it returns to
the Celestial Plane, and it cannot restore an expended slot to a caster who cannot
cast a spell of that level.
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CEREBRAL STALKER

We waded through the undead filling the chamber as if we were cutting wheat
but decided to rest a bit before we made our way back to the surface and the village
above. Sarin was nudging the rotting bodies, and Genir was prodding the monstrous
hanging skull with his staff. He should have left it alone. The jaw swung down with
an agonizing groan, and a downpour of blood and gore soaked the mage where he
stood. The thing that came out of the hollow skull next was all claws and teeth, a
hunched muscular form that landed squarely on poor Genir. The top of the mage's
head vanished with one claw swipe as we formed up for another fight. Our resolve
wilted as Genir — poor, dead Genir — stood up again. — Costavoo the Beige, on
his ill-fated visit to the ruins of Silhaven

A cerebral stalker is a carnivorous predator that lies in wait just below the surface
of the ground for an unsuspecting victim to pass over or near it. When it detects prey
with its tremorsense, the stalker bursts through the ground in a shower of rock and
earth, seizes and cocoons its victim, and disappears into the ground to devour the
victim’s brain at its leisure. Companions of the cerebral stalker’s intended victim
are held at bay with its fear-inducing gaze — but the real terror is reserved for those
the creature drags below ground, where they’re destined to have their skulls chewed
open and their brains devoured.

The lair of a cerebral stalker is a large, hollow chamber underground, often
littered with skull fragments, bits of webbing, and chunks of desiccated brain
matter. A cerebral stalker has no use for or interest in treasure, but the belongings of
its victims — especially weapons and magical implements they were clutching in
their hands when the cerebral stalker grabbed them — sometimes fall loose.

Cerebral stalkers are solitary creatures; they despise others of their kind. They do
not team up or hunt in concert, and they even attack others of their race if another
invades their territory. The typical stalker’s hunting ground covers an area of five
square miles, though an individual rarely journeys that far from its lair. The lifespan
and reproduction method of these creatures is completely unknown.

CEREBRAL STALKER
Medium aberration, chaotic evil

Armor Class 16 (natural armor)
Hit Points 85 (10d8 + 40)
Speed 30 ft., burrow 20 ft.

STR DEX CON INT WIS CHA
16 (+3) 15 (+2) 19 (+4) 11 (+0) 15 (+2) 16 (+3)

Skills Perception +8

Senses darkvision 60 ft., tremorsense 60 ft., passive Perception 18

Languages believed to understand Common and possibly others, but
never speaks

Challenge 5 (1,800 XP)

Consume Brain. Once it has its victim underground, the cerebral
stalker begins gnawing on the victim’s head, rapidly chewing
through bone and tissue, dealing 13 (2d8 + 4) piercing damage
each round. When the victim dies, the cerebral stalker reaches
the victim’s brain, which it promptly devours. A victim slain in
this manner reanimates in 1d4 rounds as a zombie. Typically, the
cerebral stalker “tosses” them back up to the surface of the ground
so their traveling companions can witness the reanimation and deal
with their newly undead friend. Zombies created in this manner are
under no one’s control.

Earth Glide. A cerebral stalker can glide through any sort of natural
earth or stone as easily as a fish swims through water. Its gliding
leaves no sign of its passage or hint of its presence to creatures
that don’t possess tremorsense. It can bring cocooned victims
along with it, but they have no special capacity for breathing while
underground. Getting into the ground, however, is not as easy for
the cerebral stalker as moving underground. It must spend four
moves on four rounds (no dashing) melding into the ground. On the
first round, the creature sinks to its knees; on the second round, to
its waist; on the third round, to its neck; and on the fourth round,
the stalker and any creature it has cocooned disappear completely
underground. Melding into the ground does not provoke an
opportunity attack. If the cerebral stalker is grappled while sinking
into the ground, it must win a Strength contest against its grapplers
to sink farther that round. Dispel magic or a similar spell cast on
a sinking cerebral stalker paralyzes it the same as a hold monster

spell. The spot where the cerebral stalker sank radiates magic for
one hour.

AcCTIONS

Multiattack. The cerebral stalker makes one Bite and two
Claw attacks.
Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one
creature. Hit: 8 (1d10 + 3) piercing damage.
Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one
creature. Hit: 7 (1d8 + 3) slashing damage and the target is
grappled and restrained (escape DC 14).
Cocoon (3/day). A cerebral stalker cocoons a grappled foe
with sticky webbing. The webs completely encase the victim,
excluding the top of the victim’s head, its eyes, and its nose.
The cocooned victim is restrained and anchored by the webs
to the cerebral stalker’s body. The cocooned creature can, as an
action, attempt to break free with a successful DC 20 Strength
(Athletics) check or Dexterity (Acrobatics) check. The webbing
can be cut open enough for a trapped character to escape with 8
slashing damage against Armor Class 10.
Gaze. One creature that can see the cerebral stalker must
make a successful DC 14 Wisdom saving throw or become
frightened for 1d4 rounds.
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CHA0S KNIGHT

We thought it was just a suit of animated armor. How droll! As it clanked

forward, we learned our error, for the foul thing was no mindless chunk of metal

held together by magic. It had a fiendish presence that radiated from it in waves
of bone-cracking cold. The battle did not go well, but in the end I managed to
survive through quick application of alacrity-enhancing magics. Yes, I ran for it,
very quickly if I might say so myself. — Algrid Henswaithe, University of the Vast

Ghostly forms encased in overly spiky armor, chaos knights are the foot soldiers
and agents of evil powers. They are somewhat ephemeral in nature, but instead of a
cool nothingness, they can become a cold nothingness that rides the border between
the world and other realms. This coldness radiates from their open helms as a pale
bluish glow.

CHaAos KNIGHT
Medium fiend, chaotic evil

Armor Class 16 (chain mail)
Hit Points 78 (12d8 + 24)
Speed 30 ft.

STR DEX CON INT WIS CHA
18 (+4) 14 (+2) 15 (+2) 10 (+0) 12 (+1) 16 (+3)

Skills Perception +4

Damage Vulnerabilities Fire

Damage Resistances bludgeoning, piercing, and slashing damage
from nonmagical attacks

Damage Immunities cold, psychic

Condition Immunities frightened, stunned

Senses darkvision 60 ft., passive Perception 14

Languages Common

Challenge 3 (700 XP)

Icy Incorporeality. By using an action, a chaos knight can make
itself incorporeal until the start of its next turn. While incorporeal,
it can pass through solid objects such as a wall or other creatures as
if they were difficult terrain. It leaves behind an icy outline where it
passes.

Innate Spellcasting. The chaos knight’s spellcasting ability is
Charisma (spell save DC 13, spell attack bonus +5). The chaos
knight can cast the following spells without material components:

At will: chill touch, ray of frost

3/day each: dimension door, protection from good

2/day: ice storm

1/day each: telekinesis, wall of ice

Magic Weapon. The chaos knight’s attacks are magical.

Personal Door. Any being other than the chaos knight that passes
through the portal suffers 10 cold damage.

AcCTIONS

Multiattack. The chaos knight makes two Greatsword attacks.
Greatsword. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hit:11 (2d6 + 4) slashing damage plus 3 (1d6) cold damage.
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CHURR

The creatures appear to have gained intelligence overnight. I have to attribute
their prodigious mental growth to the monolithic statue that appeared in their
small village while I slept. There can be no other answer. Don't get me wrong,
the creatures are still as bestial as before — tall and lithe, with long arms and
savage claws — but now I have seen some of them using tools as if they have a
new understanding. I am lucky they have never discovered my strategic position
overlooking their gathering; I have seen them gut the wild boars of the Seething
Jungle with one swipe. I can only hope that this newfound knowledge does not lead
them to venture out into the wider jungle. The world is not ready for an army of
these savagely beautiful creatures. — Last entry in the journal of famed explorer
Monar Silvertree before her disappearance

Churrs are savage, apelike creatures that dwell in warm, heavily forested areas.
They are reasonably intelligent; some churrs are known to use primitive clubs or
even to fashion spears with which to hunt. A typical adult churr stands eight feet tall
and has arms that are nearly as long as its body. In rare instances, stone-age tribes
have been known to adopt churrs as guardians. The creatures take to sign language
readily. Among themselves, they speak a debased, pidgin form of Giant. They can
learn to understand Common but they seem unable to speak more than the simplest
words, and even those come out with a thick, guttural accent that takes practice to
understand.

Churr can interbreed with some humanoid and most ape species, making them
a “missing link” or bridge species. Mixed progeny are usually smaller but more
intelligent than a typical churr, and they have an easier time learning and speaking
Common and other languages. Evil bands of churr are known to kidnap humanoids
until such time as they inadvertently enrage the churr and are killed and eaten on
the spot.

CHURR
Large monstrosity, neutral evil

Armor Class 14 (natural armor)
Hit Points 57 (6d10 + 24)
Speed 30 ft., climb 20 ft.

STR DEX CON INT WIS CHA
19 (+4) 15 (+2) 18 (+4) 6(=2) 12 (+1) 10 (+0)

Saving Throws Dex +4

Skills Stealth +4

Senses darkvision 60 ft., passive Perception 11
Languages Giant

Challenge 4 (1,100 XP)

AcCTIONS

Multiattack. A churr makes one Bite attack and two Claw attacks.

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. Hit: 8
(1d8 + 4) piercing damage.

Claw. Melee Weapon Attack: +6 to hit, reach 10 ft., one creature. Hit: 8
(1d8 + 4) slashing damage and the target is grappled and restrained.

Howl. A churr unleashes a frightening howl. Creatures within 60 feet
of the churr must make a successful DC 10 Wisdom saving throw or
become frightened for 1d6 x 10 minutes. A successful saving throw
renders a character immune to the howling of churrs until after the
character’s next long rest.
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CoBRrRA FLOWER

The patch of flowers just reared up and bit me. I had been investigating the
disappearances around the village of Rainsfell and had given up all hope of an easy
hunt of the usual suspects. No tracks of large predators, no signs of orcs or goblins,
not even a bandit camp in the woods. I was cutting back to the village when I passed
an odd patch of vegetation that hadn't been there earlier in the day. As I bent to
investigate, the central stalk raised a hood like a cobra and struck, its acidic bile
burning into my bloodstream. — Pduk, apprentice mage

Cobra flowers draw their name from the snake-like shape of their central stalks.
The plant looks like a patch of flowers and other vegetation and behaves in much
the same way, rooting in fertile soil and soaking up sunlight to feed itself. However,
the cobra flower likes a little meat every now and then, especially in the spring as it
blooms and in the fall as it prepares for the long winter. When it senses small game
or an unwary humanoid, the central stalk rears up and unfolds a cobra-like hood
to reveal a fanged maw. Its bite is fierce, but the bile it injects into a wound can
dissolve flesh and bone. It is this bile that allows the cobra flower to feed as its roots
soak up the dissolved prey.

CoBRA FLOWER
Large plant, unaligned

Armor Class 11
Hit Points 51 (6d10 + 18)

Speed 5 ft.
STR DEX CON INT WIS CHA
17 (+3) 13 (+1) 16 (+3) 1(-5) 13 (+1) 9 (-1)

Damage Vulnerabilities necrotic

Damage Immunities psychic

Condition Immunities frightened, exhaustion, stunned, unconscious
Senses tremorsense 30 ft., passive Perception 11

Languages —

Challenge 2 (450 XP)

AcCTIONS

Bite. Melee Weapon Attack: +5 to hit, reach 10 ft., one target. Hit: 8
(1d10 + 3) piercing damage and 4 (1d8) acid-damage.

CORPSESPINNER

The webs were amazing, shimmering strands woven into impossible patterns,
so we knew there had to be a spider lurking about. Dannick readied our stores
of curative in case anyone was bitten, and Wagna readied her blade and spoke of
“fried spider legs.” The thing caught us all off guard. One moment, we 're laughing
at “another eight-legged critter” and the next, this massive bone-white spider is
right in the middle of our circle. It bore a skull marking I would never have thought
nature could produce. It rammed a bony leg straight through Dannick’s throat,
and bit Wagna with its dripping fangs, and then it was gone again. As it vanished,
the corpses in the webs stirred, advancing around us in a ring, so we turned to
face this new threat. The spider appeared again, right at our backs. — Constance
Greenbriar, on a web lair discovered in the caverns outside Reme

A massive, bone-white tarantula is the only way to describe the corpsespinner.
Bands of gray and silver ring its abdomen and legs, and its body is covered in short,
bristly hairs of white and silver. A large skull-like marking appears on the creature’s
thorax. Its eight eyes are stark white.

Corpsespinners are highly aggressive extraplanar spiders originating on the Astral
Plane. Only rarely do they enter the Material Plane to hunt all types of giant spiders
and humanoids. On the Astral Plane, corpsespinners spend their time constructing
elaborate webs. They enjoy using unusual anchor points for their constructions, such
as bizarre outcroppings of rare materials, the corpses of deceased astral travelers,
drifting astral ruins, and just about anything else the corpsespinner finds intriguing
or unique. When not constructing webs, the corpsespinner is usually hunting — and
this sometimes leads it to the Material Plane.

If encountered on the Material Plane, there is a good chance the corpsespinner has
its most recent victims with it as corpsespun (see monster entry). Corpsespinners
seldom associate with others of their kind. Their ecology and reproduction cycles
are unknown by outsiders, though intrepid interplanar adventurers have talked of
seeing huge webbed lairs on the Astral Plane containing young corpsespinners.
When hunting on the Material Plane, a corpsespinner uses its ability to shift back
and forth between the planes to confuse and stymy its foes. If facing defeat, the
corpsespinner retreats to the Astral Plane and seeks the safety of its lair. When
accompanied by corpsespun, the corpsespinner focuses on trapping foes in webs
and then lets its minions soften up the trapped enemies. The corpsespinner wants
to ensure that their veins are filled with its poison when they die, to keep its supply
of corpsespun high.

CORPSESPINNER
Huge monstrosity (extraplanar), unaligned

Armor Class 17 (natural armor)
Hit Points 114 (12d12 + 36)
Speed 40 ft., climb 20 ft.

STR DEX CON INT WIS CHA
20 (+5) 17 (+3) 17 (+3) 7(-2) 15 (+2) 10 (+0)

Skills Perception +5

Senses darkvision 60 ft., passive Perception 15
Languages Deep Speech

Challenge 5 (1,800 XP)

Astral Jaunt. A corpsespinner can shift between the Astral and
Material Planes in either direction as a move. This does not trigger
an opportunity attack.

Astralsense. A corpsespinner can automatically sense the presence
and location of anything within 200 feet of it on the Astral Plane.

Create Corpsespun. Creatures that die while affected by a
corpsespinner’s poison that are not devoured by the corpsespinner
rise in one hour as a corpsespun.

AcTIONS

Bite. Melee Weapon Attack: +8 to hit, reach 15 ft.; one creature. Hit:
16 (2d10 + 5) piercing damage plus 5 (1d10) poison damage and the
target is poisoned. A poisoned creature makes a DC 14 Constitution
saving throw at the end of each of its turns; a successful save ends
the condition.

Web (recharge 5-6). Ranged Weapon Attack: +6 to hit, range 80 ft.;
one creature. Hit: The target is restrained. A restrained creature
can use its action to attempt a DC 14 Strength (Athletics) check,
becoming free of the webs on a success. A character has disadvantage
on this check on the Astral Plane. These webs can be destroyed
with slashing damage (Armor Class 12, 10 hit points), but they are
immune to all other damage, including fire.
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CORPSESPUN

Dannick survived the spider’s stabbing foreleg through the throat, though he
never spoke again. Wagna didn't ... she didn 't make it. The bite on her thigh rotted
quickly, and with Dannick severely injured, we had no way of healing her. We could
only comfort her as we watched her light fade. We thought that was the worst of
it, but no. I still have nightmares of her face contorting as she breathed her last.
Spiders boiled from her eyes, from her throat, from the wound on her thigh. They
clambered around her form like it was their home. We fell back, and then Wagna sat
up. The monstrous bone-white spider took that moment to return, appearing from
the air behind our dead friend. It seemed to enjoy watching as she crawled toward
us, spitting spiders at us as she advanced. — Constance Greenbriar, on her flight
from the web lair in the caverns beneath Reme

Corpsespun resemble zombies that are infested with spiders. Spiders crawl
in and out of their bodies through their mouths, ears, nostrils, eye sockets, and
wounds, and the creatures can vomit out a stream of spiders as an attack. They tend
to be draped in webbing. Corpsespun follow the commands of the corpsespinner
that created them, which they receive telepathically. If a corpsespinner is killed, its
corpsespun minions continue carrying out their last instructions, and they fight to
protect their master’s body or its home web; otherwise, they have little purpose and
are not innately hostile without a corpsespinner telling them who to kill.

CORPSESPUN
Medium undead, neutral

Armor Class 11 plus armor worn
Hit Points 44 (8d8 + 8)
Speed 30 ft., climb 20 ft.

STR DEX CON INT WIS CHA
15 (+2) 13 (+1) 13 (+1) 3 (-4) 10 (+0) 6(-2)

Damage Immunities necrotic, poison

Condition Immunities exhaustion, frightened, poisoned, unconscious
Senses darkvision 60 ft., passive Perception 10

Languages None

Challenge 1 (200 XP)

Spider-Infested. Spiders continually crawl out of corpsespun, swarm
over them, and fall to the ground around the undeads’ feet. All
creatures other than a corpsepinner or other corpsespun that are
within five feet of a corpsespun at the end of the corpsespun’s
turn take 2 (1d4) poison damage from spider bites. This damage is
cumulative from multiple adjacent corpsespun.

ATTACKS

Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one creature. Hit: 5
(1d6 + 2) slashing damage plus 2 (1d4) poison damage and the target
is poisoned. A poisoned creature can make a DC 11 Constitution
saving throw at the end of each of its turns; a successful save ends
the condition.

Spider Spray (recharge 5-6). All creatures in a 20-foot cone must
make a successful DC 11 Dexterity saving throw or take 3 (1d6)
piercing damage plus 7 (2d6) poison damage.
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CRANIFORM

The Dolphin’s Wake was holed just below the waterline and sinkin’ fast. Cap’n
Avery called on us to save her, but wasn 't nothin’ we coulda done. The Wake was
goin’ under, an’ goin’ fast. Not all of us was gonna make it. Just when all seemed
lost, Dodgers in the crow's nest gave a shout. We rushed to port, and the thing was
there, standing on the water like it was solid ground. It was a crab-thing, tall with
big pincers. Its smaller arms waved an’wove, and a greenish-blue wave rose up and
pushed The Wake upright from her list. Before our eyes, the boards of the broken
hull stretched an’ shuddered, regrowin’ right back to their normal shape. The wave
let us loose, and The Wake settled back like nothin’ had happened. The crab-thing
waved once and sank straight down into the water an’was gone. — Colgrad Frew,
helmsman of The Dolphin’s Wake

Craniforms are bipedal cancriform humanoids with a chitinous carapace,
eyestalks, antennae, and a pair of mandibles set to either side of a complementary
set of horizontally-aligned maxillae that constitute the creatures’ mouths. Extending
outward from the neck of each creature is a set of short but large chitinous arms,
each of which terminate in a seemingly oversized claw. Below these larger claws is
another set of arms. These extend from either side of the upper torso, not unlike how
arms extend from shoulders in more familiar humanoids. This second set of smaller
chitinous arms each end with a smaller pincer. The creatures’ torsos and legs are
covered by the same chitinous exoskeleton and extend to cover their clawed feet.
Females and males are hard to tell apart, but males are slightly smaller than females.

Craniform inhabit tropical coastal waters where they usually create permanent
colonies. These timid and reclusive creatures are very rare and stay well away from
other humanoid settlements. Craniform typically live in coastal caves, but some
communities excavate more expansive subterranean underwater burrows beneath
the waterline and back up and under the shoreline. Craniform society is as complex
as most terrestrial societies.

Craniform are led temporally and spiritually by a group ‘of priestesses who
oversee most of their important functions, rituals, and endeavors. Craniform are
deeply reverential of their deity, the Sea Mother, goddess of all sea creatures, and
see themselves as the Sea Mother’s chosen stewards of the sea. While little is
known of the magics of the reclusive craniform and their priestesses, it is believed
that they can confer the ability to breathe underwater to surface dwellers through a
ritual venerating the Sea Mother called the Sea Mother’s Blessing.

CRANIFORM
Medium humanoid (craniform), lawful good

Armor Class 13 (natural armor)
Hit Points 32 (5d8 + 10)
Speed 30 ft., swim 40 ft.

STR DEX CON INT WIS CHA
16 (+3) 11 (+0) 15 (+2) 10 (+0) 10 (+0) 10 (+0)

Skills Perception +4

Senses darkvision 60 ft., passive Perception 14
Languages Craniform, Aquan

Challenge 2 (450 XP)

Limited Amphibiousness. The craniform can breathe air and water
but begins to suffocate if not submerged at least once every four
hours.

AcCTIONS

Multiattack. The craniform makes two Pincer attacks or one Pincer
attack and one Spear attack.

Pincer. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 10
(2d6 + 3) slashing damage. The target is grappled (escape DC 13)
if it is a Large or smaller creature and the craniform doesn’t have
another creature grappled already. The target is restrained until the
grapple ends.

Spear. Melee Weapon Attack: +5 to hit, reach 5 ft. or range 20/60 ft.,
one target. Hit: 7 (1d8 +3) piercing damage.

CRANIFORM PRIESTESS

Blessed by the Sea Mother herself, the craniform priestess is called to the Sea
Mother’s service in a vision. This vision reveals the Sea Mother’s true form: a
massive sea turtle. Craniform priestesses are referred to as “gifted” among fellow
craniforms.

Craniform priestesses serve an integral role in craniform communities. They are
the spiritual advisors, healers, and ritual officiants, and also the leaders of their
respective communities. The priestesses must first approve every major decision
that affects a craniform colony.

CRANIFORM PRIESTESS
Medium humanoid (craniform), lawful good

Armor Class 13 (natural armor)
Hit Points 32 (5d8 + 10)
Speed 30 ft., swim 40 ft.

STR DEX CON INT WIS CHA
16 (+3) 11 (+0) 15 (+2) 10 (+0) 14 (+2) 10 (+0)

Skills Perception +4

Senses darkvision 60 ft., passive Perception 14
Languages Craniform, Aquan

Challenge 3 (700 XP)

Limited Amphibiousness. The craniform priestess can breathe air
and water but begins to suffocate if not submerged at least once
every four hours.

Spellcasting. The craniform priestess is a 6th-level spellcaster. Her
spellcasting ability is Wisdom (spell save DC 12, +4 to hit with spell
attacks). She has the following cleric spells prepared:

Cantrips (at will): guidance, thaumaturgy

1st level (4 slots): bless, detect magic, guiding bolt

2nd level (3 slots): hold person, spiritual weapon (trident)

3rd level (3 slots): mass healing word, tongues

AcCTIONS

Multiattack. The craniform priestess makes two Pincer attacks or one
Pincer attack and one Spear attack.

Pincer. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 10
(2d6 + 3) slashing damage. The target is grappled (escape DC 13) if
it is a Large or smaller creature and the craniform priestess doesn’t
have another creature grappled already. The target is restrained
until the grapple ends.

Spear. Melee Weapon Attack: +5 to hit, reach 5 ft. or range 20/60 ft.,
one target. Hit: 7 (1d8 +3) piercing damage.
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CRAWLING HAND

The scrabbling sound came from down the corridor, like nails on stone,
scrapping, clawing, sliding, and tapping. The sound changed as the things,
disembodied hands, spotted us with eyeless wrists. With a hop, they were on all fives
and skittering forward, their broken yellowed nails seeking the warm saltiness of
flesh and blood. — Sir Cedric of Reme, knight errant

Crawling hands are horrid necromantic creations that wander darkened areas,
often crypts, in search of living prey to choke the life out of them. Some are made
by foul magics that seek to create swarms of lesser minions to guard areas and
commit assassinations. Other crawling hands are the result of careless adventurers
who hack away at zombies with little regard to the lingering necromantic energies
that might reanimate severed parts.

CRAWLING HAND
Tiny undead, neutral evil

Armor Class 13 (natural armor)
Hit Points 7 (3d4)
Speed 20 ft., climb 20 ft.

STR DEX CON INT WIS CHA
13 (+1) 11 (+0) 14 (+2) 2 (-4) 11 (+0) 7(-2)

Skills Stealth +2

Damage Immunities poison

Condition Immunities exhaustion, paralyzed, poisoned, stunned,
unconscious

Senses blindsight 30 ft. (blind beyond this radius), passive Perception
10

Languages understands the languages of its creator, but can’t speak

Challenge 1/2 (100 XP)

Leap. The crawling hand’s long jump is up to 10 feet and its high jump
is up to five feet, with or without a running start.

AcCTIONS

Grab. Melee Weapon Attack: +3 to hit, reach 0O ft., one target. Hit:
The crawling hand attaches to the target. At the beginning of the
crawling hand’s next turn, the target begins suffocating and cannot
cast spells that require verbal components. The target or another
creature can use an action to make a DC 13 Strength check to pull
the crawling hand off, removing it on a successful check.
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CRAWLING OFFSPRING

The flapping, squelching sound originated from a horde of small balls
of tumorous flesh, too many eyes, and whipping tentacles. The things, for they
cannot be called anything else but that, had no distinct form. A mass is all that can
be said about them, with each individual varying in color, limb, and texture. The
smell was something I will take to the grave. — Tara the Wise, adventurer

Crawling offspring are mindless creatures with no single form or appearance.
Some are oval, while others are round or even boxy. Many have dangling
pseudopodia, while others sport whipping claw-tipped tentacles, flapping wings,
bulging eyes, warty flesh that leaks oily substances, or none or all of the above.

CRAWLING OFFSPRING
Small aberration, unaligned

Armor Class 13 (natural armor)
Hit Points 16 (3d6 +6)

Speed 20 ft.
STR DEX CON INT WIS CHA
16 (+3) 11 (+0) 14 (+2) 3 (4) 10 (+ 0) 11 (+0)
Skills Perception +2
Senses blindsight 60 ft., passive Perception 12
Languages —

Challenge 1 (200 XP)

Mutation. Each crawling offspring is different in form and shape. These blobs of

horror have a special ability from the following list:

1d6  Ability

il Acidic spit (recharge 5-6). As an action, the crawling offspring can spit
a cone of acid 15 feet long. Any creature caught in this cone must make
a DC 12 Dexterity saving throw, taking 9 (2d8) acid damage on a failure
or half as much damage on a success save.

2 Necrotic touch. The crawling offspring’s pseudopod attack inflicts an
additional 3 (1d6) necrotic damage.

3 Clawed tentacle. The crawling offspring gains a Clawed Tentacle attack
and may multiattack, making one Clawed Tentacle and one Pseudopod
attack. The Clawed Tentacle attack is +5 to hit, reach 10 ft., one target,
Hit: 6 (1d6 + 3) slashing damage.

4 Wings. The crawling offspring gains flight 30 ft.

Rubbery, oily skin. The crawling offspring gains resistance to
bludgeoning, piercing, and slashing attacks from nonmagical attacks,
and vulnerability to fire damage.

6 No mutation

Regeneration. The crawling offspring regains 5 hit points as long as it starts its
turn with 1 hit point.

AcCTIONS

Pseudopod. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 4 (1d2
+ 3) bludgeoning damage.
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CRAYFISH, MONSTROUS

We scrambled down the mud chimney without really knowing what might have

built them. The mud was pliable and squished between our fingers, but provided
Jjust enough grip to make it safely underground. The chimney rose 10 feet above the
ground, but the tunnel inside dropped another 20 into the damp soil of the Sin Mire.
My brother Clobi was eight feet from the bottom when he fell, dropping like a stone
onto his back into four feet of water filling the room below us. He shouted up to me,
“I'm all right.” A moment later he was thrashing in the water as a giant crayfish
grabbed him and rolled into the murk. I used to spear those things when I was little
along the Gaelon, but I never imagined they could grow so big. — Pobi Netmender,
on the halfling twin s ill-fated trek into the Sin Mire Swamp

A giant crayfish looks like a giant lobster with a sharp snout and eyes on movable,
flickering stalks. Two large claws extend from its thorax in front of four smaller
pairs of spindly walking legs. Its exoskeleton is dark brown.

Monstrous crayfish are freshwater creatures that dwell on the bottoms of seas,
lakes, ponds, and other shallow water. They are predators and scavengers that exist
on a diet of decaying flesh from dead fish, algae, snails, worms, and other animals,
including swimmers who venture too close to the monstrous crayfish’s lair.

These giant crayfish make their homes under rocks or in underwater tunnels that
they dig. Their flooded tunnels extend over long distances and always include a
“chimney” through which the monstrous crayfish can enter and exit its home via
dry ground. These exits have been found as far as 100 feet inland from the-lake
shore or riverbank.

MonsTRous CRAYFISH
Large beast, unaligned

Armor Class 14 (natural armor)
Hit Points 30 (4d10 + 8)
Speed 20 ft., swim 40 ft.

STR DEX CON INT WIS CHA
16 (+3) 10 (+0) 14 (+2) 1(-5) 10 (+0) 2(-5)

Condition Immunities frightened

Senses darkvision 60 ft., passive Perception 10
Languages —

Challenge 2 (450 XP)

Water Dependency. A monstrous crayfish can survive out of water

for seven hours. After this limit, a monstrous crayfish begins
suffocating.

AcCTIONS

Multiattack. A monstrous crayfish makes two attacks.
Pincer. Melee weapon attack: +5 to hit, reach 5 ft., one creature. Hit: 7

(1d8 + 3) slashing damage and the target is grappled (escape DC 15).

Crush. The monstrous crayfish crushes one creature that it has
grappled. The target takes 7 (1d8 + 3) piercing damage.
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DArk CREEPER

They struck from behind, in the dark, like the filthy cowards they were. There
were several of them, all the size of a dwarf but clad in foul-smelling black clothing.
Baggy clothing at that, as if they were hiding something underneath. Like cowards
do. They fought like demons though, slashing with short jagged knives and leaping
off ledges at us. Once Fizalire sent up a ball of pure light, the cowards ran for
the safety of their dark lairs, leaving behind the corpses of their fallen kin. Like
cowards do. — Sir Cedric of Reme, knight errant

Dark creepers are diminutive dwellers found in the depths of the earth. The wear
layers of filthy rags to hide their pale, wan bodies. Unwilling to show their true
forms even to each other, they do not remove their clothing, and merely add a new
layer as the outermost grows too ragged or stained. Some say entire cities of these
folk exist in the dark depths, and that they raid the surface for loot, kidnapped
servants, and the love of mayhem.

DARrRk CREEPER
Small humanoid, chaotic neutral

Armor Class 14 (natural armor)
Hit Points 22 (4d6 + 8)

Speed 30 ft.
STR DEX CON INT WIS CHA
11 (+0) 17 (+3) 14 (+2) 9(-1) 10 (+0) 8(-1)

Skills Perception +4, Stealth +7
Senses passive Perception 14

Languages Undercommon (dark folk dialect)
Challenge 1 (200 XP)

Innate Spellcasting. The dark creeper’s spellcasting ability is
Charisma (spell save DC 9). The dark creeper can innately cast the
following spells, requiring no material components:

At will: deeper darkness, detect magic

Death Throes. When a dark creeper dies, it combusts in a flash of
bright white light, and each creature within 10 feet of it must make
a DC 13 Constitution saving throw or be blinded for one minute. A
target can repeat the saving throw at the end of each of its turns,
ending the effect on itself on a success. Other dark creepers within
10 feet of the flash of light are automatically blinded until the end of
their next turn. A dark creeper’s gear and treasure are unaffected by
this explosion.

Envenomed Attacks. The dark creeper coats its weapons with black
smear, a foul-smelling black paste distilled from fungi found deep
underground.

Exceptional Dark Vision. Dark creepers can see perfectly in
darkness of any kind, including magical darkness.

Light Sensitivity. While in bright light, the dark creeper has
disadvantage on attack rolls as well as on Wisdom (Perception)
checks that rely on sight.

AcTIONS

Dagger. Melee Weapon Attack: +5 to hit, reach 5 ft. or range 20/60 ft.,
one target. Hit: 5 (1d4 + 3) piercing damage, and the target must
make a DC 13 Constitution saving throw, taking 7 (2d6) poison
damage on a failed save, or half as much on a successful one.
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DARK STALKER

The stench was overwhelming. These diminutive underground dwellers, dark
creepers I heard someone call them, captured us and took us to their subterranean
settlement. They handled us roughly and pushed us to the ground in front of one
who at first appeared to be of a different race. Tall and slender where the others
were short and squat, this leader of the dark creepers showed more intelligence and
courage than its followers. Yet it was clad in the same filthy layers of rags that stank
to high heaven. — Cedric of Reme, knight errant

While they are the leaders of dark creeper communities ranging from small
village outpost to the mighty cities of the dark folk said to exist deep within the
earth, the dark stalkers are a people apart. Although of the same race as the dark
creepers, dark stalkers are taller, more courageous, and possibly more intelligent.
They share many of the same cultural attitudes, an unwillingness to be nude, an
acceptance of murder and cannibalism, and general unhygienic ways of their
diminutive brethren. A group of dark creepers led by a dark stalker is a deadly force
of assassins, marauders, and raiders made bolder by the presence of their taller kin.

DARK STALKER
Medium humanoid, chaotic neutral

Armor Class 15
Hit Points 52 (7d8 + 21)

Speed 30 ft.
STR DEX CON INT WIS CHA
14 (+2) 18 (+4) 16 (+3) 9 (-1) 11 (+0) 13 (+1)

Saving Throws Dex +6, Cha +3

Skills Perception +4, Stealth +8

Senses darkvision 120 ft., passive Perception 14
Languages Undercommon (dark folk dialect)
Challenge 3 (700 XP)

Innate Spellcasting. The dark stalker’s spellcasting ability is
Charisma (spell save DC 10). The dark stalker can innately cast the
following spells, requiring no material components:

At will: deeper darkness, detect magic, fog cloud

Death Throes. When a dark stalker dies, it combusts in a flash of
white-hot flame, and each creature within 20 feet of it must make
a DC 14 Dexterity saving throw, taking 14 (4d6) fire damage on a
failed save, or half as much on a success. A dark stalker’s gear and
treasure are unaffected by this explosion.

Envenomed Attacks. The dark stalker coats its weapons with black
smear, a foul-smelling black paste distilled from fungi that live deep
underground.

Exceptional Dark Vision. Dark stalkers can see perfectly in
darkness of any kind, including magical darkness.

Light Sensitivity. While in bright light, the dark stalker has
disadvantage on attack rolls as well as on Wisdom (Perception)
checks that rely on sight.

Sneak Attack. Once per turn, the dark stalker deals an extra 14
(4d6) damage when it hits a target with a weapon attack and has
advantage on the attack roll, or when the target is within five feet
of an ally of the dark stalker that isn’t incapacitated, and the dark
stalker doesn’t have disadvantage on the attack roll.

AcTIONS

Multiattack. The dark stalker makes two Shortsword attacks.

Shortsword. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hit: 7 (1d6 + 4) piercing damage, and the target must succeed on a
DC 14 Constitution saving throw, taking 14 (4d6) poison damage on
a failed save, or half as much on a successful one.
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DeaTH WEAVER

DeaTH WORM

We walked as the guides taught us, trying to keep a rhythm out of our strides,
but it was for naught. The sands shook and flowed downward as something massive
rose up beneath us. We ran, not caring if we ran with a pattern to our steps or
not. Not all of the expedition made it clear of the rapidly growing funnel of sand.
With barely a sound, the creature erupted from the sand, lifting its massive head
higher than I would have thought possible for such a creature. It arched its body
and descended, and in one massive gulp, it swallowed a half dozen camels and
four drovers. We reached the rocks, and our guide informed us we were lucky; the
worms with tentacles writhing in their mouths were worse. — Algrid Henswaithe,
University of the Vast

Terrors of the open sands, death worms are dun-and-beige colored worms related
to purple worms. They lair deep beneath the ground where sand meets bedrock,
where they carve out a small hollow in which to lay their eggs. Those who regularly
travel the sandy wastes know the areas hunted by these lethal vermiforms and avoid
them. Some desert cultures hold that the death worms are lesser demons and send
their heroes out to slay the beasts — a good way to rid a tribe of excess heroes.

DeatH Worm
Large monstrosity, unaligned

Armor Class 15 (natural armor)
Hit Points 59 (7d10 + 21)
Speed 20 ft., burrow 10 ft.

STR DEX CON INT WIS CHA
18 (+4) 13 (+1) 16 (+3) 3 (-4) 11 (+0) 5(-3)

Our nerves were on end due to the bizarre, discordant humming emanating from
around the corner. As the sound grew louder, a faint glow could be seen radiating
from a seething mass of hovering flesh. Eyeless, boneless, and possessing far too
many mouths to be a natural creature, this blob of flesh floated in for the kill,
humming that damnable tuneless sound the entire time. — Sir Cedric, knight errant

Death weavers are orbs of evil from a place beyond, or perhaps between, places.
Maybe a time beyond, or perhaps between, times. Whichever, it is not from here
and now. It does hunt the here and now, however, paralyzing prey with its tuneless
humming before absorbing them body and soul into one of its many irregularly
shaped gaping mouths.

DEATH WEAVER
Small aberration, neutral evil

Armor Class 17 (natural armor)
Hit Points 21 (6d6)
Speed fly 20 ft.

STR DEX CON INT WIS CHA
7(=2) 17 (+3) 10 (+0) 14 (+2) 14 (+2) 16 (+3)

Skills Perception +4

Senses darkvision 60 ft., passive Perception 14
Languages Common

Challenge 4 (1,100 XP)

Feeding. If the death weaver successfully uses its tentacle attack to
devour a piece of a creature’s soul, it gains 10 temporary hit points
and gains the ability to innately cast the web spell three times. This
lasts for one hour.

Magic Resistance. The death weaver has advantage on any saving
throws to resist spells and other magical effects.

Radiance. The death weaver glows, shedding bright light for 20 feet
and dim light for 20 feet beyond that.

ACTIONS

Paralyzing Song. The death weaver emits a bizarre humming that
effects all creatures within a 30-foot cube centered on itself. Affected
creatures must succeed at a DC 13 Wisdom saving throw or be
paralyzed for one hour. Creatures that successfully save against
a death weaver’s paralyzing song are immune to the effect for 24
hours.

Tentacle. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 1
bludgeoning damage. If the death weaver hits a paralyzed creature
with its tentacle attack, it may attempt to devour that creature’s
lifeforce. The target must succeed on a DC 13 Constitution saving
throw or suffer 14 (4d6) necrotic damage. If a creature is reduced to
0 hit points by this attack, it dies and can be raised only by powerful
magic such as true resurrection or wish.
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Saving Throws Wis +3

Condition Immunities blindness, prone

Senses tremorsense 60 ft., passive Perception 10
Languages —

Challenge 3 (700 XP)

AcTIONS

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. Hit: 9 (1d10
+ 4) piercing damage plus 4 (1d8) acid damage.

Acid Spit (recharge 5-6). All creatures along a five-foot-wide, 30-foot-
long line extending from the death worm must succeed on a DC 11
Dexterity saving throw or take 14 (4d6) acid damage.

Lightning (recharge 6). All creatures along a.five-foot-wide, 20-foot-long
line extending from the death worm must make a DC 11 Dexterity
saving throw, taking 18 (4d8) lightning damage on a failure, or half
as much on a success.

DEEPMIND

The Blustering Bubble’s maiden descent into the depths of the Reaping Sea
proved successful, with the clear bubble shield offering a full view of the watery
depths of the underwater realms. I believe I have created my greatest achievement!
My crewmen pleaded with me to rise to the surface when their ears started to
bleed, but no success is possible without a little pain. And I'm glad we continued
downward. Never before have I seen such a creature as the one I discovered. It was
a massive jellyfish that floated in its own luminous blue aura. Its tentacles trailed
around it, waving in the currents. When it noticed us, it turned, and a pressure
wave slammed into the bubble protecting us. My crewmen screamed in agony, but
1 felt very little. I must investigate why that is. — Field observations from halfling
inventor Ollie Nematoad

The alien jellyfish creatures known as deepminds dwell in the depths of the sea,
often in ocean trenches, unaffected by the massive pressures there. Highly hostile
and dangerous, deepminds control all of the unintelligent sea life in surrounding
regions, using them for defense against intruders and other deepminds.

The deepmind floats in the cold darkness of the ocean depths, illuminated by
a faint bluish glow. Several small tentacles hang from its central mass, while six
larger ones ring the body, gleaming with tiny eyespots. They reproduce asexually
by budding. Young deepminds have their full powers within a matter of days and
strike out instinctively, seeking out new territories to dominate.

While they are solitary and extremely hostile creatures, deepminds are highly
intelligent and can communicate mentally and in the Aquan language. They are
driven by self-interest and the need to survive and accordingly are willing to make
deals with other intelligent sea creatures, especially those of evil alignment. Such
allies reward a deepmind by keeping outsiders away while using sea creatures
dominated by the deepmind for their own purposes.

DEEPMIND
Huge monstrosity, lawful evil

Armor Class 16 (natural armor)
Hit Points 266 (28d12 + 84)
Speed 0 ft., swim 20 ft.

STR DEX CON INT WIS CHA
14 (+2) 10 (+0) 16 (+3) 19 (+4) 17 (+3) 18 (+4)

Saving Throws Int +11, Wis +8

Skills Intimidation +14, Perception +13, Persuasion +14
Senses blindsight 120 ft., passive Perception 23
Languages Aquan, telepathy 120 feet

Challenge 16 (15,000 XP)

Oceanic Domination. A deepmind exercises psychic control over all
sea creatures that have an Intelligence score of 2 or less within a
one-mile radius. Creatures of Intelligence 3 or higher must make
DC 18 Intelligence saving throws or are also controlled. If actively
resisting control, creatures of Intelligence 3 or higher can make a
saving throw at the end of each of their turns to break the control.

A creature that succeeds on its saving throw is immune to that
deepmind’s control for 24 hours. Controlled creatures obey the
deepmind’s commands. The deepmind can also see and hear through
its controlled creatures, which allows it to make Wisdom (Perception)
checks through their senses. Controlled creatures also act to defend
the deepmind if so commanded. Creatures that are not native to the
ocean — such as humans, elves, or dwarves who are underwater
through magical means — are immune to the deepmind’s control.

AcCTIONS

Multiattack. The deepmind makes six Tentacle attacks.

Tentacle. Melee Weapon Attack: +9 to hit, reach 50 ft., one creature.
Hit: The target is grappled (escape DC 15). Until the grapple ends,
the target is restrained and has disadvantage on Strength checks
and Strength saving throws, and the deepmind can’t use the same
tentacle on another target. While grappled, the target takes 12 (3d6
+ 2) bludgeoning damage at the beginning of the deepmind’s turn.

Psychic Pulse (recharge 5-6). The deepmind unleashes a pulse of
pure psychic energy over a 50-foot radius centered on itself. Any
living creature in the area except those controlled by the deepmind
through its Oceanic Domination ability must make a DC 18 Wisdom
saving throw, taking 66 (12d10) psychic damage and being stunned
until the start of the deepmind’s next turn on a failed save, or half as
much damage and not being stunned on a successful saving throw.
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Demi~LicH

Imagine our surprise when the barbarian OTATO! (who always shouts when
asked his name) walked into the Ale Giant’s House carrying a lead ball of nearly
300 pounds. He dropped it hard onto the peanut-covered floor and backed up like
a pleased cat bringing us a prize. He thumped the ball once with his hammer, and
the ringing tone that resounded nearly caused all of us in the tavern to fall to the
floor. I'm not sure what I expected to happen, but to see the ball split open along
an unseen seam and a skull come floating out was not it. I only realized our peril
when a beam of brilliant green cast from the skull withered the barkeep where
he stood. — Mara Gemkeeper, recounting the events before the Ale Giant'’s House
burned to the ground

When the lifeforce of an ancient lich of incredible power finally diminishes
and its material body decays — a process that often takes centuries of undeath —
the undead being’s soul lingers in the area and possesses the only viable remains:
the skull. After this second death, the eye sockets and the teeth of the demi-lich-
possessed skull oddly transform into clear gemstones (each worth 1,000 gp), with
a single gemstone growing in each eye socket to match the six gems that replace
the teeth.

Demi-LicH
Tiny undead, neutral evil

Bone Dust. Blinding bone dust swirls magically around the demi-lich
in a five-foot radius. That area is heavily obscured to creatures other
than the demi-lich until the end of the demi-lich’s next turn. This
effect moves with the demi-lich.

Disrupt Life (costs 3 actions). Each living creature within 20 feet of
the demi-lich must make a DC 18 Constitution saving throw against
this magic, taking 21 (6d6) necrotic damage on a failed save, or half
as much damage on a successful one.

Profane Curse (costs 2 actions). The demi-lich targets one creature
it can see within 30 feet of it. The target must succeed on a DC 19
Wisdom saving throw or be magically cursed. Until the curse ends,
the target has disadvantage on ability checks, attack rolls, and
saving throws. The target can repeat the saving throw at the end of
each of its turns, ending the curse on itself on a success.

Dreadful Glare (costs 2 actions). The demi-lich targets one creature
it can see within 60 feet of it. If the target can see the demi-lich, it
must succeed on a DC 19 Wisdom saving throw or become frightened
until the end of the demi-lich’s next turn. If the target fails the
saving throw by 5 or more, it is also paralyzed for the same duration.
A target that succeeds on the saving throw is immune to the demi-
lich’s Dreadful Glare effect for the next 24 hours.

LAIR AcCTIONS

Armor Class 20
Hit Points 110 (20d4 + 60)
Speed 0 ft., fly 30 ft. (hover)

STR DEX CON INT WIS CHA
4 (3) 19 (+4) 17 (+3) 20 (+5) 18 (+4) 17 (+3)

Saving Throws Dex +10, Con +9, Int +11, Wis +10

Skills Arcana +11, History +11, Perception +10, Religion +11

Damage Resistances cold, damage from spells

Damage Immunities necrotic, poison, psychic; bludgeoning, piercing,
and slashing from nonmagical attacks

Condition Immunities charmed, deafened, exhaustion, frightened,
paralyzed, petrified, poisoned, prone, stunned

Senses truesight 120 ft., passive Perception 20

Languages telepathy 120 ft.

Challenge 19 (22,000 XP) or 20 (25,000 XP) in lair

Evasion. If the demi-lich is subjected to an effect that allows it to
make a Dexterity saving throw to take only half damage, the demi-
lich instead takes no damage if it succeeds on the saving throw, and
only half damage if it fails.

Legendary Resistance (3/day). If the demi-lich fails a saving throw,
it can choose to succeed instead.

Turn Resistance. The demi-lich has advantage on saving throws
against any effect that turns undead.

Rejuvenation. If it has a phylactery, a destroyed demi-lich’s skull
reforms in 1d10 days, regaining all its hit points and becoming
active again. The skull reforms within five feet of the phylactery.

AcCTIONS

Drain Life. Deep violet beams lance out from the demi-lich’s
gemstone eyes and strike up to three creatures within 40
feet of it. Each target must succeed on a DC 19 Constitution
saving throw or take 17 (5d6) necrotic damage. The target’s
hit point maximum is reduced by an amount equal to the
necrotic damage taken, and the demi-lich regains hit points
equal to that amount. This reduction lasts until the target
finishes a long rest. The target dies if this effect reduces its hit
point maximum to 0.

Soul Scream (recharge 5-6). The demi-lich unleashes a soul-
shattering scream. All non-undead creatures within 30 feet of the
demi-lich who hear the scream must succeed on a DC 17 Wisdom
saving throw or drop to 0 hit points. On a successful save, the
creature takes 11 (2d10) psychic damage and is frightened until the
end of its next turn.

LEGENDARY ACTIONS

The demi-lich can take three legendary actions, choosing from the
options below. Only one legendary action option can be used at a
time and only at the end of another creature’s turn. The demi-lich
regains spent legendary actions at the start of its turn.

Flight. The demi-lich moves up to its speed without provoking
opportunity attacks.

46 | D

TOME OF
HORRORS

On initiative count 20 (losing initiative ties), the demi-lich can take a
lair action to cause one of the following effects. The demi-lich can’t
use the same effect two rounds in a row.

Healing Suppression. All living creatures within 60 feet of the demi-
lich must succeed on a DC 19 Wisdom saving throw or be unable to
regain hit points until initiative 20 of the next round.

Malevolent Echo. A short-lived echo of the demi-lich’s former self
appears in the form of a wraith in an unoccupied space within 30
feet of the demi-lich and obeys the demi-lich’s telepathic commands
(no action required). It rolls initiative, acts on its own turn, and
disappears after one minute or when it drops to 0 hit points.

Tap Phylactery. The demi-lich draws negative energy from its
phylactery, if it exists and is on the same plane as the demi- lich,
and regains 22 (4d10) hit points.

Demi-LicH, GREATER

AcCTIONS

1 was awake and aware, something that had not happened in ... some time.
My memories were jumbled; they had been since my body finally crumbled to
dust and my mind was freed to travel the esoteric pathways and channels of pure
thought. Nearly pure thought, for I still had a physical presence in my skull, albeit
one [ rarely bothered with. Now something disturbed me; no, not something, but
someone, yes, the flesh ones are not things but beings. Maybe. They intruded, and
1 hoped they would leave quickly, for I had more lofty matters to concern the eons
with. But no, they tarried, they disturbed, they shall be punished. — Pduk, former
wizard, currently a very old demi-lich.

A greater demi-lich is a demi-lich that has spent eons traveling the planes of
existence and exploring dark, arcane secrets. It has succeeded in recovering some
of its former spellcasting ability and developing other unholy powers beyond even
those it had as a lich. Some say such demi-liches deliberately abandoned their
bodies in order to more fully focus on their sinister studies. Although a greater
demi-lich can never regain its lost body, it has learned to capture the souls of the
creatures it encounters and store them in the gemstones embedded in its skull. It
then transfers the souls to once again power its phylactery.

Greater demi-liches very similar to ordinary demi-liches, with a skull with clear
gemstone eyes and teeth sitting on top of, or floating over, a pile of bones and dust.
However, greater demi-liches seem much more purposeful than ordinary demi-
liches, often employing lesser undead as guardians and servants. Although they still
almost always remain in their lairs, they actively seek paths to transcendence and
even loftier levels of power such as godhood.

GREATER DEMI-LicH
Tiny undead, neutral evil

Armor Class 21
Hit Points 180 (24d4 + 120)
Speed 0 ft., fly 40 ft. (hover)

STR DEX CON INT WIS CHA
4(=3) 21 (+5) 20 (+5) 22 (+6) 20 (+5) 20 (+5)

Saving Throws Dex +13, Con +13, Int +14, Wis +13, Cha +13

Skills Arcana +14, History +14, Perception +13, Religion +14

Damage Resistances bludgeoning, piercing, and slashing from
magical weapons; damage from spells

Damage Immunities cold, necrotic, poison, psychic; bludgeoning,
piercing, and slashing from nonmagical attacks

Condition Immunities charmed, deafened, exhaustion, frightened,
paralyzed, petrified, poisoned, prone, stunned

Senses truesight 120 ft., passive Perception 23

Languages telepathy 120 ft.

Challenge 25 (75,000 XP) or 26 (90,000 XP) in lair

Evasion. If the demi-lich is subjected to an effect that allows it to
make a Dexterity saving throw to take only half damage, the demi-
lich instead takes no damage if it succeeds on the saving throw, and
only half damage if it fails.

Legendary Resistance (3/day). If the demi-lich fails a saving throw,
it can choose to succeed instead.

Turn Immunity. The greater demi-lich is immune to effects that turn
undead.

Rejuvenation. If it has a phylactery, a destroyed demi-lich’s skull
reforms in 1d4 days, regaining all its hit points and becoming active
again. The skull reforms within five feet of the phylactery.

Innate Spellcasting. The demi-lich’s innate spellcasting ability is
Charisma (spell save DC 24, +16 to hit with spell attacks). The demi-
lich can innately cast the following spells, requiring no material
components:

At will: counterspell, detect thoughts, dimension door, greater
invisibility, mirror image, shield

3/day each: animate dead, antilife shell, antimagic field, dispel
magic (as a 6th-level slot), fireball (as a 6th-level slot), globe of
invulnerability (as a 7th-level slot)

1/day each: contingency, disintegrate, plane shift, time stop

Drain Life. Deep violet beams lance out from the demi-lich’s gemstone
eyes and strike up to three creatures within 40 feet of it. Each target
must succeed on a DC 21 Constitution saving throw or take 24 (7d6)
necrotic damage. The target’s hit point maximum is reduced by
an amount equal to the necrotic damage taken, and the demi-lich
regains hit points equal to that amount. This reduction lasts until
the target finishes a long rest. The target dies if this effect reduces
its hit point maximum to 0.

Soul Scream (recharge 5-6). The demi-lich unleashes a soul-
shattering scream. All non-undead creatures within 30 feet of the
demi-lich who can hear the scream must succeed on a DC 18 Wisdom
saving throw or drop to 0 hit points. On a successful save, the
creature takes 22 (4d10) psychic damage and is frightened until the
end of its next turn.

Soul Steal (recharge 6). The demi-lich chooses a creature it can see
within 60 feet. That creature must make a DC 18 Charisma saving
throw. On a failed save, the creature’s soul is ripped out of its body
and stored in one of the demi-lich’s skull gems. The demi-lich can
never capture more than eight souls, one in each of its gems. Killing
a demi-lich and destroying one of its gems within 48 hours of the
soul being captured releases any soul trapped therein. The soul
automatically reoccupies the creature’s soulless body if it is still
intact, and the creature is immediately conscious. On a successful
save, the creature is stunned until the end of its next turn.

LEGENDARY ACTIONS

The demi-lich can take three legendary actions, choosing from the
options below. Only one legendary action option can be used at a
time and only at the end of another creature’s turn. The demi-lich
regains spent legendary actions at the start of its turn.

Flight. The demi-lich moves up to its speed without provoking
opportunity attacks.

Bone Dust. Blinding bone dust swirls magically around the demi-lich
in a five-foot radius. That area is heavily obscured to creatures other
than the demi-lich until the end of the demi-lich’s next turn. This
effect moves with the demi-lich.

Disrupt Life (costs 3 actions). Each living creature within 20 feet of
the demi-lich must make a DC 20 Constitution saving throw against
this magic, taking 35 (10d6) necrotic damage on a failed save, or half
as much damage on a successful one.

Profane Curse (costs 2 actions). The demi-lich targets one creature
it can see within 30 feet of it. The target must succeed on a DC 21
Wisdom saving throw or be magically cursed. Until the curse ends,
the target has disadvantage on ability checks, attack rolls, and
saving throws. The target can repeat the saving throw at the end of
each of its turns, ending the curse on itself on a success.

Dreadful Glare (costs 2 actions). The demi-lich targets one creature
it can see within 60 feet of it. If the target can see the demi-lich, it
must succeed on a DC 21 Wisdom saving throw or become frightened
until the end of the demi-lich’s next turn. If the target fails the
saving throw by 5 or more, it is also paralyzed for the same duration.
A target that succeeds on the saving throw is immune to the demi-
lich’s Dreadful Glare effect for the next 24 hours.

LAIR AcCTIONS

On initiative count 20 (losing initiative ties), the demi-lich can take a
lair action to cause one of the following effects. The demi-lich can’t
use the same effect two rounds in a row.

Healing Suppression. All living creatures within 60 feet of the demi-
lich must succeed on a DC 21 Wisdom saving throw or be unable to
regain hit points until initiative 20 of the next round.

Malevolent Echoes. Two separate short-lived echoes of the demi-lich’s
former self appear in the form of wraiths in two unoccupied spaces
within 30 feet of the demi-lich and obey the demi-lich’s telepathic
commands (no action required). Each rolls initiative, acts on its
own turn, and disappears after one minute or when it drops to 0 hit
points.

Tap Phylactery. The demi-lich draws negative energy from its
phylactery, if it exists and is on the same plane as the demi-lich,
and regains 33 (6d10) hit points.
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DEMON, ABRIKANDILU

The mirrored hallway reflected and refracted our images, turning us first tall and
thin, then short and squat. The halfling Borin Breadtaker delighted in these images.
He was standing before one mirror that warped his image when the horrific howl
echoed behind one of the mirrors. A moment later, the mirror on our right exploded
outward, the shards slicing into our exposed skin, to reveal a hidden passageway.
A squat creature — ugly beyond all standards — rushed through and slammed
headfirst into of the mirrors on the opposite side of the hall. It raised its head,
revealing horns and monstrous tusks, saw another mirror and charged again. We
fled before it turned its attention to us. — Rial Moorth, offering a description of the
fiendish creature to clerics of Muir

Abrikandilu, also called Wreckers, are fiendish foot soldiers from the Abyss
that delight in destroying things of beauty and intellect. Objects of art, illuminated
manuscripts, and beautiful creatures are the favored victims of their demonic wrath.
The only thing they despise more than objects of beauty is their own wretched
reflection. When faced with a mirror, they cease all other activities and turn their
attention to shattering their own visage so that they are no longer faced with the
horror that is their essence. Their horrific features entirely justify this extreme self-
loathing. They are squat, dwarfish fiends standing roughly four feet tall and weighing
more than 200 pounds. Hooked horns sprout from their wispy-haired brow, and they
have a tusked lower jaw that protrudes from their thick neck and heavy jowls.

ABRIKANDILU
Small fiend (demon), chaotic evil

Armor Class 15 (natural armor)
Hit Points 22 (4d6 + 8)
Speed 40 ft.

STR DEX CON INT WIS CHA
17 (+3) 14 (+2) 16 (+3) 10 (+0) 10 (+0) 10 (+0)

Damage Resistances cold, fire, lightning; bludgeoning, piercing, and
slashing from nonmagical attacks

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 10

Languages Abyssal

Challenge 2 (450 XP)

Goring Charge. If an abrikandilu demon moves at least 30 feet
straight toward a target and then hits with a gore attack on the
same turn, the target takes an extra 5 (2d4) piercing damage.

Magic Resistance. The abrikandilu demon has advantage on saving
throws against spells and other magical effects.

Self-Loathing. If an abrikandilu demon can see a mirror within 30
feet of itself, it attacks that mirror on its next turn.

AcCTIONS

Multiattack. The creature makes one Gore attack and one Bite attack.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 6 (1d6
+ 3) piercing damage.

Gore. Melee Weapon Attack: +X to hit, reach O ft., one
target. Hit: 7 (1d8 +3) piercing damage.
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DemoN, ALu

We survived the storm, but the Sea Mother’s Grace was far off course. Captain
Tobias assured us we would reach port by the next dawn. On our third day lost
at sea, with faith in our captain waning, a truly horrific sight greeted our eyes. A
huge whale breached the waves, its form covered in runnels of flame that made the
crew shy away from the rail. The demonic whale blasted a steam cloud as it dove.
A stately three-masted whaler of bone and lacquered wood chased the whale, its
deck harpoons trained on the submerging beast. A woman dressed in black and
purple stood at the wheel of the Broken Vow, cursing the whale with phrases [
shan't repeat. Even from our deck, we could see her unfurled wings and horns.
Decaying crewmen aboard her ship readied another harpoon as the ship gave
chase. She saluted us as she passed. We tacked in the opposite direction to put
distance between our ships. — Ship's surgeon Polk Traggett

Standing more than six feet tall, alu demons have dark flowing hair from which
tiny horns protrude. They have faintly snake-like skin that runs the gamut of human
flesh tones. They typically arm themselves and dress in the local attire of the mortals
upon whom they prey, favoring armor, swords, and flowing capes that hide their
small leathery wings.

Alu demons are the offspring of unions between succubi or incubi and mortals.
Born in the chaotic Abyss and raised as servants of the demon lords, these fiendish
creatures are not always as truly chaotic, nor evil, as their forebears, though most
are. Alu demons typically have dark brown or black hair and brown, dark green,
or black eyes. They have the comely, pouting expression of their demonic parent,
which allows them to pass freely among the lands of mortals.

ALu DEMON
Medium fiend (demon), chaotic evil

Armor Class 16 (natural armor)
Hit Points 65 (10d8 + 20)
Speed 30 ft., fly 50 ft.

STR DEX CON INT WIS CHA
17 (+3) 15 (+2) 15 (+2) 15 (+2) 15 (+2) 16 (+3)

Saving Throws Constitution +5

Skills Deception + 6, Intimidation +6, Stealth +5

Damage Resistances cold, fire, lightning; bludgeoning, piercing, and
slashing from nonmagical attacks

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 12

Languages Abyssal, telepathy 100 ft.

Challenge 5 (1,800 XP)

Magic Resistance. The alu demon has advantage on saving throws
against spells and other magical effects.

Innate Spellcasting. The alu demon’s innate spellcasting ability
is Charisma (spell save DC 14, +6 to hit with spell attacks). It can
cast the following spells, requiring no material components:

3/day each: altar self, charm person, detect thoughts, suggestion

1/day: dimension door

AcTIONS

Multiattack. The alu demon makes one Longsword attack
and one Claw attack. .
Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit:
6 (1d6 + 3) slashing damage. The alu demon gains temporary hit
points equal to the amount of damage inflicted with its claw attack.
These temporary hit points last one hour.
Longsword. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 7 (1d8 + 3) slashing damage.
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DemoN, CACODEMON

My apprentice came in early, which was unusual, for he was the most sluggish
apprentice I had ever had. He then went to work lighting the candles, laying out
the dinnerware, and otherwise completing his tasks. As a precaution, I launched
a lightning bolt at him, it did little damage but forced the intruder to assume its
normal form, that of a towering creature of darkest night, sleek and hairless, with
sharp claws and fiery red eyes. I defeated the creature in a fight that left my study
in shambles. After waking my apprentice and setting him to cleaning up the mess,
1 pondered what I had done to have the assassin sent after me. — Al ’phar of the
Order of the Jade Monarch

Cacodemons stand about seven feet tall and weigh about 800 pounds.
Cacodemons are relentless combatants and never back down from a fight. They
often begin combat by changing forms and appearing as a race friendly to their
potential opponents. Once an opponent is lured close to the cacodemon, it changes
back to its natural form and attacks. Dreaded and feared, cacodemons are often
employed as soldiers and assassins. Cacodemons are completely loyal and never
question their position or authority; they do not take orders from other demons.

CACODEMON
Medium fiend (demon), neutral evil

Armor Class 14 (natural armor)
Hit Points 71 (11d8 + 22)
Speed 30 ft.

STR DEX CON INT WIS CHA
16 (+3) 13 (+1) 15 (+2) 14 (+2) 14 (+2) 15 (+2)

Skills Athletics +5, Deception +4, Intimidation +4, Perception +4,
Stealth +3

Damage Resistances cold, fire, lightning; bludgeoning, piercing, and
slashing from nonmagical attacks

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 14

Languages Abyssal, Common, Demonic, Infernal, telepathy 120 ft.

Challenge 4 (1,100 XP)

Innate Spellcasting. The cacodemon’s innate spellcasting ability
is Charisma (spell save DC 12). It can cast the following spells,
requiring no material components:

3/day each: darkness, detect magic, detect thoughts, see invisibility

1/day: hold person

Magic Resistance. The cacodemon has advantage on saving throws
against spells and other magical effects.

Magic Weapons. The cacodemon’s weapon attacks are considered
magical for the purposes of damage resistances.

AcTIONS

Multiattack. The cacodemon makes two Longsword and one Claw
attack, or two Claw attacks.

Claws. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 6
(1d6 + 3) slashing damage.

Longsword. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 7 (1d8 + 3) slashing damage, or 8 (1d10 + 3) slashing damage if
used with two hands to make a melee attack.

Change Shape. The cacodemon magically polymorphs into a
humanoid whose Challenge rating is equal to or lower than its own,
or back into its true form. It reverts to its true form if it dies. Any
equipment it is wearing or carrying is absorbed or borne by the
new form (the cacodemon’s choice). In a new form, the cacodemon
retains its game statistics and ability to speak, but its Armor
Class, movement modes, Strength, Dexterity, and special senses
are replaced by those of the new form, and it gains any statistics
and capabilities (except class features, legendary actions, and lair
actions) that the new form has but that it lacks.

Summon (1/day). The cacodemon has a 35% chance to summon 1d3
derghodemons (see Tome of Horrors 5e) or a cacodemon. The
summoned demon appears in an unoccupied space within 60 feet
of the cacodemon, but can’t summon other demons. It remains for
one minute, until it or the first cacodemon is slain, or until the first
cacodemon takes an action to dismiss it.
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DeEmoN, CHARONADEMON

We decided to go after our masters, it was not like they were coming back. We
prepared our spells, did our research, and Takil opened the portal. We knew we
had to find a ferryman to carry us across the River Styx, and we soon spotted a tall
cloaked skeleton by a boat. It didn't want the traditional price we had been led to
believe, but instead demanded hundreds of gold pieces from each of us. We paid,
but halfway across, the boatman tossed Takil overboard. Rather than fight a being
of indiscernible age, we ponied up more gold and finished our voyage. How we are
getting home without Takil's knowledge of the planes is something we will have to

figure out. — Pduk, apprentice mage

Tall, gaunt, skeletal, clad in black robes, and bearing a staff, it is easy to confuse
a charonademon for their master, the boatman of the Lower Planes. While that being
is more likely to be trusted, a charonademon is not. They love to murder and rob
those seeking to cross the River Styx and even take passengers in their boats only
to kill them or dump them in the river. They can be bought off, but such a plan
needs to be ready and the money in full, and even then, it might not work. Their
standard fare is 50 gp per level of each creature being carried, double that if you
plan to bribe them to keep them from murdering you.

CHARONADEMON
Medium fiend (demon), neutral evil

Armor Class 16 (natural armor)
Hit Points 75 (10d8 + 30)
Speed 40 ft.

STR DEX CON INT WIS CHA
18 (+4) 16 (+3) 16 (+3) 15 (+2) 14 (+2) 18 (+4)

Saving Throws Con +6, Wis +5

Skills Arcana +6, Deception +8, Intimidation +8, Perception +6,
Stealth +7, Survival +6

Damage Resistances cold, fire, lightning; bludgeoning, piercing, and
slashing from nonmagical attacks

Damage Immunities acid, poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 16

Languages Abyssal, Common, Demonic, Infernal, telepathy 120 ft.

Challenge 7 (2,900 XP)

Innate Spellcasting. The charonademon’s innate spellcasting ability
is Charisma (spell save DC 16). It can cast the following spells,
requiring no material components:

At will: detect magic, darkness, see invisibility

1/day: plane shift (skiff and self only)

Magic Resistance. The charonademon has advantage on saving
throws against spells and other magical effects.

Magic Weapons. The charonademon’s weapon attacks are considered
magical for the purposes of damage resistances.

AcCTIONS

Multiattack. The charonademon makes two Quarterstaff attacks.

Quarterstaff. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
Hit: 11 (2d6 + 4) bludgeoning damage, or 13 (2d8 + 4) bludgeoning
damage if used with two hands to make a melee attack.

Fear Gaze. Creatures within 30 feet of the charonademon who can
see it must make a DC 16 Wisdom saving throw. On a failed saving
throw, the creature takes 10 (3d6) psychic damage and is frightened
for one minute. On a successful saving throw, the creature takes half
damage and is not frightened.

While frightened, the target must take the Dash action and move
away from the charonademon by the safest available route on each
of its turns, unless there is nowhere to move. The creature can
repeat the saving throw if it ends its turn out of line of sight with
the charonademon, ending the effect on a success. If the creature’s
saving throw succeeds, or the effect ends for it, the target is immune
to a charonademon’s fear gaze for 24 hours.

Summon (1/day). The charonademon has a 35% chance to summon
1d4 hydrodemons or a charonademon. The summoned demon
appears in an unoccupied space within 60 feet of the charonademon
but can’t summon other demons. It remains for one minute, until it
or the first charonademon is slain, or until the first charonademon
takes an action to dismiss it.
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DemonN, DARAKA

The pit was filled with scorpions. They skittered and crawled over one another
with an indescribable sound. Junip stepped right to the edge; she was never scared
of spiders, snakes, and other creepers. She should have been. Two hands rose out
of the crawling mass and grabbed her by the ankles, pulling her off balance and
right into the mass. She vanished into the pit, dragged down by something I didn't
Sfully want to see. But it was too late, as a ram's head rose into view, its bulky body
covered in the crawling creatures. — Rebrance Colbert, porter and only survivor to
stumble out of the Broken Tunnels of Canton

This nine-foot-tall nightmare appears as a faun-legged humanoid with oily
writhing flesh, a cruel bestial head adorned with curling ram’s horns, and a mouth
full of jagged rotting teeth. A daraka’s skin is leathery and oily and from a distance
of 10 feet or more appears to be a mass of writhing flesh. Closer inspection reveals
thousands of tiny scorpions swarming its flesh, skittering in and out of its mouth,
ears, and nose, seemingly unnoticed by the demon. They act as guards to greater
demons or as shock troops in demonic armies. Quite intelligent, they are often used
as commanders or leaders, with each daraka having a battalion of minor demons at
its command.

DARAKA
Large fiend (demon), chaotic evil

Armor Class 14 (type)
Hit Points 105 (10d10 + 50)
Speed 40 ft.

STR DEX CON INT WIS CHA
18 (+4) 11 (+0) 20 (+5) 18 (+4) 18 (+4) 20 (+5)

Saving Throws Constitution +8

Skills Deception +8, Intimidation +8, Perception +7

Damage Resistances cold, fire, lightning; bludgeoning, piercing, and
slashing from nonmagical attacks

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 17°

Languages Abyssal

Challenge 5 (1,800 XP)

Scorpion Body. A creature that hits the daraka with a melee attack
suffers 3 (1d6) piercing damage and must succeed at a DC 16
Constitution saving throw or suffer an additional 9 (2d8) poison
damage and be poisoned for one hour from the scorpions that scurry
out of the wound to attack.

Magic Resistance. The daraka demon has advantage on saving
throws against spells and other magical effects.

Innate Spellcasting. The daraka’s innate spellcasting ability is
Charisma (spell save DC 16, +8 to hit with spell attacks). It can cast
the following spells, requiring no material components:

At will: darkness, detect evil and good, invisibility (self only), spiritual
weapon, teleportation (self only)

3/day: chill touch

1/day each: feeblemind, shatter

AcCTIONS

Multiattack. The creature makes one Claw attack and one Scorpion
Throw attack, or two Claw attacks.

Claw. Melee Weapon Attack: +7 to hit, reach 10 ft., one target. Hit:

13 (2d8 + 4) slashing damage and the target is grappled by the
daraka (escape DC 15). A creature that is grappled by the daraka
at the start of its turn suffers the effects of the demon’s scorpion
body ability. The daraka has two claws and can grapple only two
creatures at a time.

Scorpion Throw. Ranged Weapon Attack: +3 to hit, range 10/20 ft.,
one target. Hit: 3 (1d6) piercing damage and the target must succeed
at a DC 16 Constitution saving throw or suffer an additional 9 (2d8)
poison damage and be poisoned for one hour.
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DEMoON, Fox

We cornered the thief in the warehouse after a rooftop chase through the
market. How could we have known it was a trap? As we advanced, the young man
shimmered as if in a haze of heat, and his whole body transformed. What stood
before us now was a black fox standing on two legs. It snarled at us with its vicious
fangs, and its eyes glowed yellow as it marked where my men stood. Three of them
broke ranks and turned on their fellows under that withering gaze. He'd lured us
into his hunting ground. — Report from the city watch on the rumored “demon fox”
terrorizing the city of Albor Broce

Fox demons are a race of chaotic fiends that delight in mischief and confusion.
Like the creatures they resemble, these demons are sly and cunning, and capable of
quick escape should their schemes or identities be discovered. These shapeshifters
able to take unassuming forms of humans, but their fox forms are frightening and
demonic, with a snarling visage and burning yellow eyes.

Fox demons often assume disguises to gain trust, then charm their victims to
go out and commit various acts of disruption, disobedience, and lawlessness. Fox
demons find outright violence such as assault and murder to be somewhat classless
and distasteful; they far prefer to put their victims in situations where they are
caught stealing, are discovered by a jealous lover, are arrested on false charges, etc.
A fox demon is not terribly concerned if these acts eventually lead to violence or
death, but they prefer it to be the result of their elaborate schemes of misdirection,
seduction, and scheming.

Fox DEMON
Medium fiend, chaotic evil

Armor Class 17 (natural armor)
Hit Points 156 (24d8 + 48)
Speed 40 ft.

STR DEX CON INT WIS CHA
10 (+0) 20 (+5) 14 (+2) 13 (+1) 16 (+3) 18 (+4)

Saving Throws Dex +9, Wis +7, Cha +8

Skills Intimidation +12, Perception +11, Stealth +13

Damage Resistances bludgeoning, piercing and slashing damage
from nonmagical attacks, cold, fire, lightning

Senses darkvision 60 ft. passive Perception 13

Languages Abyssal, Common, telepathy 120 ft.

Challenge 9 (5,000 XP)

Shapechanger. The fox demon can use its actions to polymorph into
a Small or Medium humanoid, or back into its true form. Other
than its size and speed, its statistics are the same in each form. Any
equipment it is wearing or carrying isn’t transformed. It reverts to
its true form if it dies.

Innate Spellcasting. The fox demon’s spellcasting ability is Charisma
(spell save DC 16). The fox demon can innately cast the following
spells, requiring no material components:

At will: minor illusion

3/day each: confusion, dominate person, expeditious retreat

1/day each: dominate monster

AcTIONS

Charm. One humanoid that the fox demon can see within 30 feet must
succeed on a DC 15 Wisdom saving throw or be magically charmed
for one day. The charmed target obeys the fox demon’s verbal or
telepathic commands. If the target suffers any harm or receives a
suicidal command, it can repeat the saving throw, ending the effect
on a success. If the target successfully saves against the effect, or if
the effect on it ends, the target is immune to this fox demon’s Charm
for the next 24 hours. The fox demon can have up to four charmed
targets at a time. If it charms another, the effect on one previous
target ends.
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DemoON, GALLU

1t was good to see the walls of Bard's Gate before us again after a week on the
road. Mother Habbard was the same as always, welcoming us to her quiet inn,
offering us rooms, offering to mend anything that needed mending. Crispus came
by my room and asked if I wanted to go with him downstairs; Mother Habbard
claimed she wanted to speak with him on an urgent matter. I declined, and he went
away, but thinking of the roast we’d eaten earlier changed my mind. I sneaked
down the stairs and into the kitchen. [ wish I hadn t. I was just in time to see Mother
Habbard skewer Crispus on an iron spit. I screamed, and she turned and saw me.
She changed so quickly, growing three feet taller and losing her elderly features.
Her flesh melted into a shining blackness, broken only by her many, many teeth.
— Topas Banks, found screaming in the street and charged with the death of his
companion in Mother Habbard's Boarding House

A gallu demon is nine feet tall and weighs about 800 pounds. Its flesh is glossy
black and, other than a large mouth lined with teeth, it has no facial features. The
gallu demon excels at disguising itself as a normal humanoid to befriend a mortal,
whom it then whisks back to its Abyssal lair. Gallu demons have been known to
spend months on the Material Plane just to get close to and eventually abduct a
chosen target. Abducted victims are sometimes devoured by a gallu demon before it
completes its task, but more often than not, an abducted victim is given to the gallu
demon’s master, who enslaves the victim (or sometimes devours it himself).

GALLu
Large fiend (demon), neutral evil

Armor Class 15 (natural armor)
Hit Points 85 (10d10 + 30)
Speed 30 ft.

STR DEX CON INT WIS CHA
19 (+4) 11 (+0) 16 (+3) 12 (+1) 14 (+2) 15 (+2)

Skills Deception +8, Perception +5, Stealth +6

Damage Resistances acid, cold, fire; bludgening, piercing, and
slashing from nonmagical attacks

Damage Immunities lightning, poison

Condition Immunities paralyzed, poisoned

Senses darkvision 60 ft., passive Perception 15

Languages Abyssal, Common, telepathy 60 ft.

Challenge 6 (2,300 XP)

Shapechanger. The gallu can use its action to polymorph into a Small
or Medium humanoid, or back into its true form. Other than its size
and speed, its statistics are the same in each form. Any equipment it
is wearing or carrying isn’t transformed. It reverts to its true form if
it dies.

AcCTIONS

Multiattack. The gallu makes two Claw attacks and one Bite attack.

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 9
(1d10 + 4) slashing damage.

Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 8
(1d8 + 4) slashing damage and the target is grappled (escape
DC 15). Until the grapple ends, the target is restrained and has
disadvantage on Strength checks and Strength saving throws, and
the gallu can’t grapple another target.

Plane Shift (recharge 5-6). The gallu casts a plane shift spell
requiring only verbal components. If the gallu has a creature
grappled, that creature must succeed on a DC 15 Wisdom saving
throw or be transported along with the gallu.

Teleport (recharge 5-6). The gallu magically teleports, along
with any equipment it is wearing or carrying, up to 120 feet to an
unoccupied space it can see. If the gallu has a creature grappled,
that creature must succeed on a DC 15 Wisdom saving throw or be
transported along with the gallu.
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HuANGSHE’YAO

We placed Commander Layst’s body into a hastily dug hole in the middle of
this very different land. I've heard it called Xha'en, but I don 't know if [ am saying
it correctly. We were preparing to cover our beloved leader when a voice spoke
from the nearby ruins, “I can restore him, but I require a boon from all of you.” A
massive snake-like creature — bright yellow, like the sun — was wrapped around
the stones, watching us. It cocked its head and asked again, “Would you like him
back?” We answered as one, agreeing to the bargain. What harm could it bring?
Commander Layst was indeed restored to life that day, and I didnt think on our
horrid deal for years. But now? After each member of our legion has died broken
after committing horrible atrocities? Yes, I think of it every day, especially as I've
started hearing that snake’s whispering voice around my home. Am I next? — Sub-
commander Ulisk Wattle, three days before he attempted to assassinate Lord Ryven

The huangshe’yao are generally benevolent beings; they are, however, extremely
subtle, and dealing with them can be a very risky proposition. Physically, they
resemble enormous constrictor snakes with yellow-gold scales and faces somewhat
like horned vipers, with orange eyes that reflect significant intelligence. They often
dwell outside the Material Planes, visiting from time to time for their own purposes.

The huangshe’yao are wish-granters, but in return they require that a supplicant
agree to be subject to a geas. The geas might not be applied immediately, being
retained by the huangshe’yao for use at a later date, but usually humans will
encounter a huangshe’yao when it is already engaged in some specific purpose
and has decided to engage an ally (or minion). Despite the general tendency of
the huangshe’yao toward good alignments, evil individuals are possible, and such
corrupted ones are very evil indeed. Evil-aligned huangshe’yao are outcasts from
their kin, and never encountered in association with those of any other alignment.

HUANGSHE’YAO
Large aberration, alignment varies

Armor Class 20 (natural armor)
Hit Points 231 (22d10 + 110)
Speed 40 ft., climb 30 ft.

STR DEX CON INT WIS CHA
18 (+4) 15 (+2) 20 (+5) 18 (+4) 18 (+4) 20 (+5)

Saving Throws Str +9, Con +10, Wis +9, Cha +10

Damage Immunities poison

Damage Resistances fire, lightning, bludgeoning, piercing and
slashing damage from nonmagical attacks

Condition Immunities poisoned

Senses tremorsense 30 ft., passive Perception 14

Languages Abyssal

Challenge 15 (13,000 XP)

Wish-Bargain. A huangshe’yao can grant a single wish (as per the
9th-level spell) to a mortal petitioner. The cost of this wish is high,
however, for the petitioner must, in exchange for the wish, allow
itself to be subject to a geas from the huangshe’yao. This geas is
treated as if it was cast with a 9th-level spell slot (meaning that it
is permanent until removed by remove curse, greater restoration, or
wish) and the target receives no saving throw.

Magic Resistance. The huangshe’yao has advantage on saving throws
against spells and other magical effects.

Innate Spellcasting. The huangshe’yao’s spellcasting ability is
Charisma (spell save DC 18). The huangshe’yao can innately cast the
following spells, requiring no material components:

3/day each: charm person, enthrall, hold person, hypnotic pattern,
suggestion

1/day each: dominate person, mass suggestion

AcTIONS

Multiattack. The huangshe’yao makes one Bite and one Constriction
attack. It may not make a constriction attack if it already has one
target restrained.

Bite. Melee Weapon Attack: +9 to hit, reach 10 ft., one target. Hit:18
(4d6 + 4) damage.

Constriction. Melee Weapon Attack: +9 to hit, reach 10 ft., one

target. Hit: 15 (2d10 + 4) bludgeoning damage. If the target is

Medium or smaller, it is grappled (escape DC 19). Until this

grapple ends, the target is restrained, the target takes 15 (2d10 +4)

bludgeoning damage at the start of the huangshe’yao’s turn, and the
huangshe’yao can’t make constriction attacks against other targets.
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DemoN, HUNDRED-EYED

Pix led us into the dusty chambers, pushing us onward through the dust-coated
webs. We’'d not found anything yet, just dust, dust, and more dust. It was in my
throat, my robes, my boots. Everywhere. “I don 't think anything lives here now,”
Pix said, stating the obvious as he is often wont to do. Too bad he was wrong again.
We heard the clicking first, then the swush-swush-swush! of uncoiling chitin as
the giant centipede uncurled itself. I knew it wasn t something natural when I saw
the eyes. Hundreds of them spaced all along its long, sinuous body. — From the
memoirs of Gordun Brightwill, High Mage of the Tower of High Magics

The hundred-eyed demon is a massive armored centipede with a thick carapace
studded with dozens of tiny black eyes. Its mandibles clack with deadly intent.
Sleepless, mindless, and infinitely patient, hundred-eyed demons lurk in silent
darkness awaiting intruders, then attack from the shadows. Their senses are
incredibly acute, allowing them to detect vibrations and movement from a great
distance and quickly pinpoint the source of the disturbance.

HUNDRED-EYED DEMON
Huge fiend, unaligned

Armor Class 17 (natural armor)
Hit Points 207 (18d12 + 90)
Speed 50 ft., burrow 20 ft., climb 20 ft.

STR DEX CON INT WIS CHA
20 (+5) 10 (+0) 21 (+5) 3 (-4) 18 (+4) 5(=3)

Damage Immunities poison, psychic

Damage Resistances bludgeoning, piercing and slashing damage
from nonmagical attacks, thunder

Condition Immunities charmed, poisoned

Skills Perception +8

Senses darkvision 120 ft., tremorsense 60 ft., passive Perception 18

Languages —

Challenge 12 (8,400 XP)

Enhanced Perception. Hundred-eyed demons are highly sensitive
to motion and tremors. They have advantage on all Wisdom
(Perception) checks due to their multiple eyes and their other
enhanced senses.

Sustenance-free. Hundred-eyed demons do not need to eat, sleep or
breathe.

AcCTIONS

Bite. Melee Weapon Attack: +9 to hit, reach 5 ft., one target. Hit: 32
(6d8 + 5) piercing damage plus 13 (3d8) poison damage. The target
must succeed on a DC 17 Constitution saving throw or be poisoned
for one minute. The creature can repeat the saving throw at the

end of each of its turns, ending the effect on itself on a success. In
addition, the creature is grappled (escape DC 17). The hundred-eyed
demon cannot make bite attacks when it has a grappled target, but
it can continue to inflict 13 (3d8) poison damage on its turn upon its
grappled target.
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DeEmMoN, MEZzALORN

We found 12 hollow logs standing upright in the middle of the Sin Mire Swamp,
driven deep into the ground, definitely not natural. Each log was about 10 feet in
diameter, and a buzzing rose out of them, like a chorus of thousands of wasps. Jon of
the Glen climbed right up one of the logs and stuck his head over the end. He never
listened to good advice. “Nothin’ here but a bunch of wasps, my friends! Hundreds
of them!” His shout carried in the silent swamp, and that’s all it took. A wasp like
none I’ve ever seen before or since shot out of that log and grabbed the poor thief.
The thing had a man's face and arms, and a wasp'’s body. It climbed into the sky
with a horrible buzz, a trail of normal wasps fluttering along in its wake. It stopped
and hovered, and that'’s when it started stinging Jon over and over with its horrible,
footlong stinger. — Astryd Bumbleroot, druid of the Kajani Forest

Mezzalorns (or wasp demons as they are sometimes called) are flying horrors
from the rifts of the Abyss with the lower half of a nightmarish wasp. Where the
wasp’s head would be sprouts a head and arms that appear to be born of the cross
between a howling monkey and an unholy insect. Its clawed arms are covered in
spines and its wide-set insectoid eyes frame a flat-nosed face and mouth filled with
razor sharp fangs. A mezzalorn stands as tall as a human and is about 10 feet long.
Its body is dark with red bands and ends in a golden stinger. Its legs resemble those
of a giant wasp and are covered in fine hairs and bristles. Its human-like visage is
copper and sports matted dark hair.

These flying demons spend most of their time high above the Abyssal planes
scouring the lands for food or patrolling a demon lord’s domain. When serving
under a demon lord or one of his generals, mezzalorns are often used as shock
troops or first-assault troops in war. Mezzalorns are thoroughly evil and despise all
non-demons, attacking them on sight. Slain creatures are carried back to their lair
and distributed among the inhabitants of the nest. A nest is composed of just about
anything a mezzalorn can find and carry: bones, debris, refuse, weapons, and so on.

MEzzALORN DEMON
Large fiend (demon), chaotic evil

Armor Class 18 (natural armor)
Hit Points 95 (10d10 + 40)
Speed 10 ft., fly 50 ft.

STR DEX CON INT WIS CHA
18 (+4) 18 (+4) 18 (+4) 13 (+1) 16 (+3) 16 (+3)

Skills Deception +6, Intimidation +6, Perception +6, Stealth +7

Damage Resistances cold, fire, lightning; bludgeoning, piercing, and
slashing from nonmagical attacks

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 16

Languages Abyssal, Common, telepathy 100 ft.

Challenge 5 (1,800 XP)

Magic Resistance. The mezzalorn demon has advantage on saving
throws against spells and other magical effects.

Innate Spellcasting. The mezzalorn demon’s innate spellcasting
ability is Charisma (spell save DC 14, +6 to hit with spell attacks). It
can cast the following spells, requiring no material components:

At will: spiritual weapon, teleport (self only)

3/day each: bane, blight

1/day: hypnotic pattern

Pheromones. When reduced to half or less of its maximum hit points,
the mezzalorn releases a cloud of pheromones that excite the natural
aggression of its kind, granting advantage on all attack rolls to any
mezzalorn within 50 feet.

AcCTIONS

Multiattack. The mezzalorn makes one Sting attack and one Claw
attack.

Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 8
(1d6 + 4) slashing damage.

Sting. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 9
(1d8 + 5) piercing damage and the target must succeed at a DC 15
Constitution saving throw or suffer an additional 9 (2d8) poison
damage and be poisoned for one hour.
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DemoN, HYDRODEMON

AcCTIONS

Thanks to the notes my master left behind, I was prepared to resist the effects of
the River Styx. By the time I bobbed back up, the boat had passed into the mists.
I floated downstream for a time until I came to a rock jutting out of the river and
clambered up. To my surprise, the rock was already inhabited by a massive frog
creature. It leapt from a great distance, gliding along on flaps of skin stretched from
its forelimbs to it legs, and landed with a loud croak. I hit it with a cloud of flying
daggers and went on my way. — Takil, apprentice mage

Hydrodemons are natives of the River Styx and are the only creatures known to
possess a natural resistance to the river’s deleterious effects. They are truly massive,
standing 10 feet tall at the shoulder, and weigh 4,000 pounds or more. Their green,
warty skin serves as an excellent protection, and their sickly yellow eyes take in the
world with a baleful malevolence. On the attack, they prefer to glide at their foes
and then spit at them. Their spittle causes drowsiness and sleep.

HYDRODEMON
Large fiend (demon), neutral evil

Armor Class 15 (natural armor)
Hit Points 85 (9d10 + 36)
Speed 30 ft., fly 40 ft., swim 60 ft.

STR DEX CON INT WIS CHA
18 (+4) 14 (+2) 18 (+4) 8 (-1) 11 (+0) 14 (+2)

Saving Throws Dex +5, Con +7

Skills Perception +6

Damage Resistances cold, fire, lightning
Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 16
Languages Abyssal

Challenge 5 (1,800 XP)

Amphibious. The hydrodemon can breathe air and water.

Magic Resistance. The hydrodemon has advantage on saving throws
against spells and other magical effects.

Magic Weapons. The hydrodemon’s weapon attacks are magical.

Innate Spellcasting. The hydrodemon’s spellcasting ability is
Charisma (spell save DC 13, +5 to hit with spell attacks). It can
innately cast the following spells, requiring no material components:

At will: darkness, detect magic, water walk

2/day each: dimension door, teleport

1/day: hallow

Multiattack. The hydrodemon makes one Bite attack and two Claws

attacks. The demon can use its Sleep Spittle instead of using its Bite.

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 13

(2d8 + 4) piercing damage, and the target is grappled (escape DC 14).

Until this grapple ends, the target is restrained and the demon can’t
bite another target.

Claws. Melee Weapon Attack: +7 to hit, reach 10 ft., one target. Hit: 11
(2d6 + 4) slashing damage.

Sleep Spittle. One target within 60 feet must succeed on a DC 15
Wisdom saving throw or fall unconscious for one minute. The
sleeping target can be awakened if someone uses an action to shake
or slap the sleeper awake, and the target wakes if it takes damage.

Summon (1/day). The demon chooses what to summon and attempts
a magical summoning. A hydrodemon has a 30% chance of
summoning a hydrodemon. A summoned demon appears in an
unoccupied space within 60 feet of its summoner, acts as an ally
of its summoner, and can’t summon other demons. It remains for
one minute, until it or its summoner dies, or until its summoner
dismisses it as an action.
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DemoN, NaBAsu (DEATH STEALER DEMON)

The dead oak was right by the crossroads, its branches like gnarled fingers
ripping at the canopy of the living trees around it. Lightning struck it at some point,
splitting the trunk into leaning halves. Our horses instinctively shied away from
it, and I must admit I felt a touch of dread fill my soul when I looked at it. I was
so caught up in. the way it made me feel that I didn't realize for a moment that
something in the tree was looking back at us with yellow eyes. It was a demonic little
thing, with bat wings unfurled against the trunk. Its claws rapped against the bark
as if it was sizing us up. I think it was young and still hesitant to leave its home. We
gave it a wide berth, and it left us alone. I fear for the next traveler when it gets its
courage up. — Bahno Lop, tea merchant out of Reme

The horned head of the nabasu has a cruel and vaguely humanoid face that
appears trapped in a constant state of rage and pain. Its ever-pervasive, glowing
golden stare is known to strike its foes dead at its mere gaze. Their bodies are tall
and wire thin, with gray reptilian skin and large leathery wings and spindly arms
that end in hooked razor-sharp talons.

The majority of nabasu encountered outside of the Abyss are nabasu demonlings.
These proud creations of the demon lords are sent to the Material Plane to feast on
the souls of the innocent until they reach maturity and can re-enter the Abyss on
their own. Once there, they devour the physical hearts and mortal souls of their prey,
growing stronger and deadlier with each third victim they destroy. Nabasu derive
great pleasure from torturing and killing other creatures.
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NABAsuU
Medium fiend (demon), chaotic evil

Armor Class 14 (natural armor)
Hit Points 157 (15d8 + 90)
Speed 30 ft., fly 60 ft.

STR DEX CON INT WIS CHA
22 (+6) 13 (+1) 22 (+6) 14 (+2) 16 (+3) 15 (+2)

Saving Throws Constitution +9

Skills Perception +7

Damage Resistances cold, fire, lightning; bludgeoning, piercing, and
slashing from nonmagical attacks

Damage Immunities poison

Condition Immunities paralyzed, poisoned

Senses darkvision 120 ft., passive Perception 17

Languages Abyssal, Common, telepathy 100 ft.

Challenge 10 (5,900 XP)

Death Gaze. When a creature that can see the nabasu’s eyes starts its
turn within 30 feet of the nabasu, the nabasu can force it to make a
DC 15 Wisdom saving throw if the nabasu isn’t incapacitated and
can see the creature. On a failure, the creature loses a hit die. A
creature that has lost its last hit die to the nabasu’s death gaze has
disadvantage on all death saves for the next 24 hours, and if it dies
within that time, it rises as a ghoul in 1d4 rounds under the nabasu’s
control. Ghouls created in this way become free willed if the nabasu
that created them dies. Unless surprised, a creature can avert its
eyes to avoid the saving throw at the start of its turn. If the creature
does so, it can’t see the nabasu until the start of its next turn, when
it can avert its eyes again. If the creature looks at the nabasu in the
meantime, it must immediately attempt the save. While averting its
eyes, any attacks on the nabasu are done at disadvantage.

Magic Resistance. The nabasu demon has advantage on saving
throws against spells and other magical effects.

Innate Spellcasting. The nabasu’s innate spellcasting ability is
Charisma (spell save DC 14, +6 to hit with spell attacks). It can cast
the following spells, requiring no material components:

At will: darkness, teleport (self only)

3/day each: silence, plane shift, ray of enfeeblement, vampiric touch

1/day: regenerate

Paralysis Aura (1/day). As a bonus action, the nabasu releases a
cloud of magical energy that can paralyze its foes. This cloud fills
a 10-foot cube, and all creatures within that cube must succeed at
a DC 17 Constitution saving throw or become paralyzed for one
minute. A paralyzed creature may repeat the saving throw at the
end of each of its turns, ending the effect on a success.

AcCTIONS

Multiattack. The nabasu makes one Bite attack and two Claw
attacks.

Bite. Melee Weapon Attack: +10 to hit, reach 5 ft., one target. Hit: 15
(2d8 + 6) piercing damage.

Claw. Melee Weapon Attack: +10 to hit, reach 5 ft., one target. Hit: 13
(2d6 + 6) slashing damage.

59



DemoN, NErizo (BLoobHouND DEMON)

We heard them scrambling through the trees before we saw them. Even when
we knew they were there, their blue-black forms blended with the shadows under
the trees. Elisitra lit the trees with an orb of brilliant white, and we finally saw our
enemy. Four of them, each as big as a man, but running on all fours. They had tails
and teeth and claws. All nasty things, but our little band of hunters was far nastier.
Those things didn t stand a chance. — Lister Claw of the Scarlet Ruffians

The vaguely humanoid man-sized nerizo demon has skin of deep navy blue.
It has a scorpion-like tail, the hindquarters of a goat, and the head of a slathering
hound whose jaws drip caustic acid. Its arms end in sharpened claws, and its feet are
splayed hooves. Nerizos stand six feet tall and weigh about 160 pounds.

The bestial nerizo can be found on almost all layers of the Abyss. More
animalistic than not, the nerizo are sometimes used as “hunting dogs” by the greater
demons and demon lords. The nerizo themselves realize that they may not be the
smartest or strongest of the demons, but they resent being relegated to common
hunting dogs for the greater demons. Nerizos often roam in deadly packs looking
for lost and escaped spirits to torment among the rifts of the Abyss.

NERIzo DEMON
Medium fiend (demon), chaotic evil

Armor Class 15 (natural armor)
Hit Points 85 (10d8 + 40)
Speed 40 ft.

STR DEX CON INT WIS CHA
18 (+4) 16 (+3) 18 (+4) 12 (+1) 14 (+2) 16 (+3)

Skills Athletics +7, Perception +5, Stealth +6

Damage Resistances cold, fire, lightning; bludgeoning, piercing, and
slashing from nonmagical attacks

Damage Immunities acid, poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 15

Languages Abyssal

Challenge 5 (1,800 XP)

Magic Resistance. The nerizo demon has advantage on saving throws
against spells and other magical effects.

Innate Spellcasting. The nerizo’s innate spellcasting ability is
Charisma (spell save DC 14, +6 to hit with spell attacks). It can cast
the following spells, requiring no material components:

At will: darkness, detect evil and good, teleport
(self only)

1/day: confusion

AcCTIONS

Multiattack. The nerizo makes one Sting attack and two Claw
attacks.

Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 7
(1d6 + 4) slashing damage.

Sting. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 8
(1d8 + 4) piercing damage and the target must succeed at a DC 15
Constitution saving throw or suffer an additional 9 (2d8) poison
damage and be poisoned for one hour.

Spit Acid (recharge 5-6). The nerizo spits a 15-foot line of poison. All
creatures caught in the line must make a DC 14 Dexterity saving
throw, taking 18 (4d8) acid damage on a failure or half as much
damage on a successful save.

60 | DEMONS

TOME OF
HORRORS

DemoN, Nysrock (CoBRA DEMON)

The throne room was empty when we finally pushed through the tables turned
on their side to slow us down. King Goltrick Stonetumbler the Usurper sat on his
marble throne and watched as we burned his dwarven mummy guards to ashes. The
old dwarf never moved, never uttered a sound. Bolt Ashenchisel stepped up to end
the unwanted ruler s life, and that s when the snake-thing rose up behind the throne.
The snake's hood flared in warning as it turned its human head toward us. It was all
a distraction, however, as the things tail flicked out so quickly that we never saw
the stinger until it punched a hole through Bolt s chest. — Report from the Dwarven
Stone Guardians on their failure to remove the usurper

Nysrock demons are horrid, 14-foot-long cobras with vaguely humanoid faces
that protrude from a broad hood. Golden scales run down the length of its snake
body to end in a scorpion’s stinger that oozes unholy venom. They weigh between
350 and 450 pounds.

Believed to be the offspring of a marilith and a naga, the nysrock is a sinister
denizen of the Abyss that is often found in the courts of various demon lords where
they serve as advisors and counselors. Their cunning intellects are used to full effect
by their masters in weaving battle plans and plots and intrigues against rival lords
and enemies.

Rumors abound (supposedly from an eyewitness who lived to tell the tale) of
an abyssal plane ruled by a massive nysrock at least 40 feet long. Its palace is
a network of underground tunnels populated with all manner of snakes, fiendish
serpents, and intelligent and cunning reptiles of all shapes and sizes.

Nysrock
Large fiend (demon), chaotic evil

Armor Class 16 (natural armor)
Hit Points 105 (10d10 + 50)
Speed 40 ft.

STR DEX CON INT WIS CHA
20 (+5) 14 (+2) 20 (+5) 16 (+3) 19 (+4) 18 (+4)

Saving Throws Constitution +9

Skills Deception +8, Intimidation +8, Perception +8, Stealth +6

Damage Resistances cold, fire, lightning; bludgeoning, piercing, and
slashing from nonmagical attacks

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 100 ft., passive Perception 18

Languages Abyssal, Celestial,- Common, Draconic, Infernal, telepathy
100 ft.

Challenge 10 (5,900 XP)

Magic Resistance. The nysrock demon has advantage on saving
throws against spells and other magical effects.

Innate Spellcasting. The nysrock’s innate spellcasting ability is
Charisma-(spell save DC 16, +8 to hit with spell attacks). It can cast
the following spells, requiring no material components:

At will: blight, dispel magic, teleport (self only)

3/day each: bane, spiritual weapon

AcCTIONS

Multiattack. The nysrock demon makes one Sting attack and one
other attack.

Bite. Melee Weapon Attack: +9 to hit, reach 5 ft., one target. Hit: 14
(2d8 + 5) piercing damage and the target must succeed at a DC 17
Constitution saving throw or suffer an additional 18 (4d8) and be
poisoned for one hour. A creature already suffering the poisoned
condition caused by a nysrock is also stunned until the end of its
next turn.

Spit Poison. Ranged Weapon Attack: +6 to hit, range 30/120 ft., one
target. Hit: 11 (2d8 + 2) poison damage and the target must succeed
at a DC 17 Constitution saving throw or be blinded until the end of
its next turn.

Sting. Melee Weapon Attack: +9 to hit, reach 5 ft., one target. Hit: 15
(4d4 + 5) piercing damage and the target must succeed at a DC 17
Constitution saving throw or suffer an additional 18 (4d8) poison
damage and be poisoned for one hour. A creature already suffering
the poisoned condition caused by a nysrock is also stunned until the
end of its next turn.
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DEMON, PiscobEMON

We stopped on the ridge to watch a great battle in the distance between two
armies of lobster demons. The two forces clashed on the plains below, thousands
dying with no regard for mercy or quarter. The leaders watched from their
palanquins, unconcerned with the carnage below. — Pduk, apprentice mage

The cannon fodder of the Lower Planes, piscodemons are by no means weak.
Their powerful armored bodies resemble a lobster standing on two legs, with a
short fish-like tail, and a centipedal head fringed with writhing tentacles. Their
numbers are great, which is the only reason they remain in existence, for their lords
and masters throw them away in battle like so many empty seed pods and abuse
them in any manner their whims devise.
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PiscobEMON
Medium fiend (demon), neutral evil

Armor Class 20 (natural armor)
Hit Points 127 (15d8 + 60)
Speed 30 ft., swim 50 ft.

STR DEX CON INT WIS CHA
22 (+6) 18 (+4) 18 (+4) 14 (+2) 14 (+2) 17 (+3)

Saving Throws Str +10, Con +8, Wis +6, Cha +7

Damage Resistances cold, fire, lightning; bludgeoning, piercing, and
slashing from nonmagical attacks

Damage Immunities acid, poison

Condition Immunities poisoned

Senses blindsight 30 ft., darkvision 60 ft, passive Perception 12

Languages Abyssal, Demonic, Infernal; telepathy 100 ft.

Challenge 10 (5,900 XP)

Amphibious. The piscodemon can breathe air and water.

Magic Resistance. The piscodemon has advantage on saving throws
against spells and other magical effects.

Magic Weapons. The piscodemon’s weapon attacks are magical.

Improved Critical. The piscodemon’s weapon attacks score a critical
hit on a roll of 19 or 20.

Innate Spellcasting. The piscodemon’s innate spellcasting ability is
Charisma (spell save DC 15, +7 to hit with spell attacks). It can cast
the following spells, requiring no material components:

At will: dispel magic

3/day each: fly, stinking cloud

AcCTIONS

Multiattack. The piscodemon makes one Claw attack and one
Tentacle attack or two Claw attacks.
Claw. Melee Weapon Attack: +10 to hit, reach 5 ft., one target. Hit: 13

(2d6 + 6) piercing damage and the target is grappled (escape DC 18).

The piscodemon has two claws, each of which can grapple only one
target.

Teleport. The piscodemon magically teleports, along with any
equipment it is wearing or carrying, up to 120 feet to an unoccupied
space it can see.

Tentacle. Melee Weapon Attack: +10 to hit, reach 5 ft., one target. Hit:
11 (1d10 + 6) bludgeoning damage plus 5 (1d10) poison damage and
the target must succeed on a DC 16 Constitution saving throw or be
poisoned for one hour.
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DeEMON, SHRROTH (Squip DEMON)

I know a place under the sea where the ships go to drown. They pile up and are
forgotten. Some might sink far away, but they always seem to end up in the region
we called the Shipsgrave. I've told ye of that damned lighthouse found there, but
let me tell ye also of the witch of the sea, the woman-squid known as Ursallah.
She's a mean one; sailors call her the Entwiner for her many tentacles that squeeze
the life from those who cross her. — The Old Mariner Calbert Mall, who enjoys
telling his sea tales to any who will listen in Bargarsport

Swimming through the fetid backwaters of the River Styx as it flows through the
bottomless sea rifts of the Abyss comes a tentacled horror known in the nightmares
of marines and sailors. Shrroth sometimes pass through the thin barriers between
the mortal realm and the underworld. They quickly set up shop along sea lanes
where they harry sailors, sink ships for sport, and take prisoners whom they
torment and torture mercilessly before devouring them body and soul.

Shrroths are 15-foot-tall demons with the lower torso of an octopus and the
upper torso of a copper-skinned humanoid. Its arms end in six-fingered talons,
and it wields a wicked trident. A mass of long black hair hangs from its head. Two
forward-curving, blackish horns protrude under this tangle of hair. Its lower torso
sports a mass of writing tentacles reaching lengths of 10 feet. Six larger tentacles
stretching 20 feet surround the smaller tentacles. The creature’s mouth is a jagged
wreck of sharks teeth.

SHRROTH
Huge fiend, chaotic evil

Armor Class 14 (natural armor)
Hit Points 189 (14d12 + 98)
Speed 20 ft., swim 60 ft.

STR DEX CON INT WIS CHA
24 (+7) 10 (+0) 24 (+7) 14 (+2) 16 (+3) 18 (+4)

Saving Throws Constitution +11

Skills Deception +8, Intimidation +8, Perception +7, Persuasion +8

Damage Resistances cold, fire, lightning; bludgeoning, piercing, and
slashing from nonmagical attacks

Damage Immunities poison

Condition Immunities poisoned

Senses truesight 100 ft., passive Perception 17

Languages Abyssal, Common, telepathy 100 ft.

Challenge 12 (8,400 XP)

Amphibious. The shrroth can breathe air and water.

Magic Resistance. The shrroth demon has advantage on saving
throws against spells and other magical effects.

Innate Spellcasting. The shrroth’s innate spellcasting ability is
Charisma (spell save DC 16, +8 to hit with spell attacks). It can cast
the following spells, requiring no material components:

At will: dispel magic, mirror image, spiritual weapon, teleport (self
only), water breathing (others only)

2/day: feeblemind

1/day: blindness/deafness (blindness only)

Jet Burst (recharge 4-6). As a bonus action, the shrroth moves up
to 80 feet through a body of water. This movement does not provoke
opportunity attacks.

AcCTIONS

Multiattack. The shrroth makes one Trident attack and up to four
Tentacle attacks.

Trident. Melee Weapon Attack: +11 to hit, reach 15 ft., one target. Hit:
18 (2d10 + 7) piercing damage.

Tentacle. Melee Weapon Attack: +11 to hit, reach 15 ft., one target.
Hit: 13 (1d12 +7) bludgeoning damage and the target is grappled
(escape DC 19) by the shrroth. The shrroth has six tentacles and can
only grapple up to six creatures at a time. A creature that starts its
turn grappled by the shrroth suffers 9 (2d8) bludgeoning damage.
Each tentacle has an AC of 20, 15 hit points, and immunity to poison
and psychic damage. Severing or destroying a tentacle deals no
dam;ge to the shrroth and severed tentacles regrow at a rate of one
per day.

Sickening Cloud (recharge 5-6). The shrroth emits a cloud of
grayish liquid into a body of water that fills a 40-foot cube and
remains for 2d4 rounds. Any creature that begins its turn within
the cloud must succeed at a DC 19 Constitution saving throw or be
poisoned for one minute.
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DEMON, SKITTERDARK

A discordant bell chimed, and a dozen tiny demons popped into existence
with the smell of sulfur and a wave of hellish heat. These foot-tall, bat-winged
demons had red, warty skin, hunched bodies covered in warty flesh, and humanoid
faces that mocked the very concept with their yellowed eyes and snout-like faces.
They chortled and cackled in glee as they swarmed us and attempted to tear, rend,
and bite our softest bits. — Algrid Henswaithe, University of the Vast

Skitterdarks are minor demons in the grand scheme of demons, but demons
nonetheless. Like their larger ilk, they delight in bloodshed and sowing chaos. Most
often, they are summoned to the world by wizards to carry out minor assassinations,
protect items, and harass foes. Easily bored, skitterdarks can be distracted by shiny
things, fresh prey, and logical thought.

SKITTERDARK
Tiny fiend (demon), chaotic evil

Armor Class 15 (natural armor)
Hit Points 55 (10d4 + 30)
Speed 20 ft., fly 30 ft.

STR DEX CON INT WIS CHA
8(-1) 17 (+3) 16 (+3) 11 (+0) 12 (+1) 12 (+1)

Saving Throws Str +2, Con +5, Wis +2, Cha +3

Damage Resistances acid, cold, fire; bludgeoning, piercing, and
slashing from nonmagical attacks

Damage Immunities lightning, poison

Condition Immunities poisoned

Senses darkvision 60 ft, passive Perception 11

Languages Abyssal, Common

Challenge 3 (700 XP)

Magic Resistance. The skitterdark has advantage on saving throws
against spells and other magical effects.

Magic Weapons. The skitterdark’s weapon attacks are magical.

Innate Spellcasting. The skitterdark’s innate spellcasting ability is
Charisma (spell save DC 11, +3 to hit with spell attacks). It can cast
the following spells, requiring no material components:

At will: detect evil and good, detect magic

1/day each: hold person, fear

AcCTIONS

Multiattack. The skitterdark makes one Claw attack and one Bite
attack.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 5 (1d4
+ 3) piercing damage.

Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 4
(1d3 + 3) slashing damage plus 2 (1d4) necrotic damage.
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DEMON, STIRGE

Thankfully, the buzzing alerted us as we were making camp and before the
warrior types had taken off their armor. Three demons with bodies like common
stirges but with heads and forearms that were twisted parodies of humanoid bodies
flew out of the canyon. Most of us had expended much magical might that day, but
I managed to wing one, literally, with some well-placed arcane projectiles. The rest
came on, and one plunged its long nose into Caltax's chest, draining the doughty
fighter of his life’s blood. In the end, we slew the demons, but our losses were too
great. — Pduk, apprentice mage

An all too common sight on the Lower Planes, demon stirges are pest and
predator, attacking and sucking the blood from weaker demons while avoiding
the wrath of those more powerful. Their bodies are long, over 10 feet, and far too
heavy to sustain flight on their withered leathery wings. They attack in numbers
if possible, but these swarms are not allies; they are rivals intent on feeding and
fleeing at the first chance any individual gets.

STIRGE DEMON
Large fiend (demon), chaotic evil

Armor Class 17 (natural armor)
Hit Points 136 (13d10 + 65)
Speed 20 ft., fly 60 ft.

STR DEX CON INT WIS CHA
22 (+6) 17 (+3) 20 (+5) 14 (+2) 14 (+2) 15 (+2)

Saving Throws Str +10, Con +9, Wis +6, Cha +6
Damage Resistances acid, cold, fire

Damage Immunities lightning, poison
Condition Immunities poisoned

Senses darkvision 60 ft, passive Perception 12
Languages Abyssal, Common

Challenge 10 (5,900 XP)

Blood Drain. At the start of its turn, the stirge demon causes a
creature it has grappled with its bite to lose 7 (2d6) hit points.

Magic Resistance. The stirge demon has advantage on saving throws
against spells and other magical effects.

Magic Weapons. The stirge demon’s weapon attacks are magical.

Innate Spellcasting. The stirge demon’s innate spellcasting ability is
Charisma (spell save DC 14, +6 to hit with spell attacks). It can cast
the following spells, requiring no material components:

At will: darkness, dispel magic, see invisibility, telekinesis

AcCTIONS

Multiattack. The stirge demon makes one Bite attack and two Claw
attacks.

Bite. Melee Weapon Attack: +10 to hit, reach 5 ft., one target. Hit: 19
(3d8 + 6) piercing damage and the target is grappled (escape DC 18).
The stirge demon can only grapple one creature.

Claw. Melee Weapon Attack: +10 to hit, reach 5 ft., one target. Hit: 13
(2d6 + 6) slashing damage.

Teleport. The stirge demon magically teleports, along with any
equipment it is wearing or carrying, up to 120 feet to an unoccupied
space it can see.
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DemoN Lorp, BELUIRI (THE TEMPTRESS)

BELUIRI
Medium fiend (demon), chaotic evil

Lord Ryven must be cursed! First, that soldier tried to kill him with his crossbow,
and now, Lady Celestyne herself has turned against him. I saw her consorting with
Lord Rafferty during the Winter Carnival, frolicking like a schoolgirl with the older
man. And right in front of Lord Ryven! He canceled the entire festival and retreated
into his manor house. Lady Celestyne followed along as if nothing was wrong,
but ... it’s hard to describe, all right? I swear she turned and smiled at me as she
passed, and for a moment, it looked as if she had horns growing down around her
face. Her eyes were a bright blue, like a clear pond in the noon sun. I would have
done anything for her. — Ambassador Frakes, on the growing animosity between
old adventuring companions Lord Ryven and Lord Rafferty

Beluiri is known throughout the Abyss as the Temptress, for in her many
disguises she has seduced countless princes, lords, and generals of the Abyss. In
the end, she most often betrays those that fall victim to her wiles. She is hated for
this by more than one noble or lord of the Abyss. She sometimes journeys to the
Material Plane (in one of her many guises) to tempt and seduce mortals, for she

knows that all mortals, in their hearts, always give in to
their true desires — be it power, greed, lust, or one of
many countless other sins.

Beluiri rarely wears clothing, but when she
does, she enjoys gowns and robes of gold, white,

and red. Beluiri prefers subterfuge rather than
directly assaulting an opponent. She usually
alters her appearance to appear as an attractive
member of a potential victim’s race; once the
victim is lured in, she assumes her true form
and attacks. If combat goes against her, she
flees, but only after summoning lesser
demons to cover her escape and kill her
opponents.

Beluiri appears as a bronze-skinned
female standing about six feet tall.
Her head is hairless and features four
downward-curving horns jutting just
above her forehead. The two lower
horns are smaller than the topmost
horns. A ridge of small spines runs from
Beluiri’s brow down the center of her

head and tapers off just below her
shoulder blades. Her hands end
in razor-sharp talons, and her
eyes are sapphire blue.
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Armor Class 19 (natural armor)
Hit Points 190 (20d8 + 100)

Speed 40 ft.
STR DEX CON INT WIS CHA
20 (+5) 20 (+6) 20 (+5) 18 (+4) 16 (+3) 21 (+5)

Saving Throws Str +11, Con +11, Cha +11

Skills Deception +17, Intimidation +11, Perception +9, Persuasion +11

Damage Resistances acid, cold, fire; bludgeoning, piercing, and
slashing from nonmagical attacks

Damage Immunities lightning, poison

Condition Immunities poisoned

Senses truesight 120 ft., passive Perception 19

Languages Abyssal, telepathy 120 ft.

Challenge 17 (18,000 XP)

Magic Resistance. Beluiri has advantage on saving throws against
spells and other magical effects.

Magic Weapons. Beluiri’s weapon attacks are magical.
Shapechanger. Beluiri can use its action to polymorph into a Small or
Medium humanoid, or back into her true form. Other than her size
and speed, her statistics are the same in each form. Any equipment
she 1s wearing or carrying isn’t transformed. She reverts to her true

form if she dies.

Innate Spellcasting. Beluiri’s innate spellcasting ability is Charisma
(spell save DC 20, +12 to hit with spell attacks). She can cast the
following spells, requiring no material components:

At will: darkness, detect magic, fear, tongues

3/day each: dispel magic (as a 6th-level slot), hold monster (as a 6th-
level slot), mass suggestion, wall of fire

1/day each: incendiary cloud, true polymorph

AcTIONS

Multiattack. Beluiri uses Charm and makes two Claw attacks and
one Horns attack.

Claw. Melee Weapon Attack: +11 to hit, reach 5 ft., one target. Hit: 15
(3d6 + 5) slashing damage plus 11 (2d10) poison damage. The target
must succeed on a DC 19 Constitution saving throw or be poisoned
for one minute. The creature can repeat the saving throw at the end
of each of its turns, ending the effect on itself on a success.

Horns. Melee Weapon Attack: +11 to hit, reach 5 ft., one target. Hit: 18
(2d12 + 5) bludgeoning damage.

Teleport. Beluiri magically teleports, along with any equipment she is
wearing or carrying, up to 120 feet to an unoccupied space she can
see.

Charm. One humanoid Beluiri can see within 30 feet of her must
succeed on a DC 19 Wisdom saving throw or be magically charmed
for one day. The charmed target obeys Beluiri’s verbal or telepathic
commands. If the target suffers any harm or receives a suicidal
command, it can repeat the saving throw, ending the effect on a
success. If the target successfully saves against the effect, or if the
effect on it ends, the target is immune to Beluiri’s Charm for the
next 24 hours.

Beluiri can have only one target charmed at a time. If it charms
another, the effect on the previous target ends.

Conjure Hezrou (recharge 4-6). Beluiri summons two hezrou who
appear in unoccupied spaces within 60 feet of her and obey her
telepathic commands (no action required). They roll initiative and
act on their own turn.

LEGENDARY ACTIONS

Beluiri can take three legendary actions, choosing from the options
below. Only one legendary action can be used at a time and only at
the end of another creature’s turn. Beluiri regains spent legendary
actions at the start of her turn.

Cast a Spell (costs 3 actions). Beluiri casts a spell from its
innate spellcasting list.

Claw Attack. Beluiri makes a Claw attack.

Teleport (costs 2 actions). Beluiri magically teleports, along with
any equipment she is wearing or carrying, up to 120 feet to an
unoccupied space she can see.
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DeEmMoN LorD, TERATASHIA
(DEMON PRINCESS oF DIMENSIONS)

A cold fire of white light blazed around the sealed portal we had discovered in
the Tomb of Broken Walls. How the door was a door is beyond my ken, for it was
anchored on one wall but somehow extended around a corner onto another wall.
Each wall seemed to lead to a different place. A scourge of roaches flooded from
one door-wall to inundate us in their hissing masses. Their “princess”’ came next,
a giant cockroach with a female head. About her neck was a necklace of skulls
that made me shiver. The roaches around us whispered her name, “Teratashia.” —
Maligress the Bold, arch-mage of the Arcanum Collegium

The Demon Princess Teratashia is a huge, female-headed cockroach with a feral
visage wearing a necklace of human skulls. The necklace is a powerful magic
item, but it functions at full effect only for Teratashia. The demon princess’s dark
palace in the depths of the Abyss is a nexus of countless gaps between dimensions,
a warren of tunnels that worm their way deep into a multitude of other realities.
She is known in some circles as the Mistress of Dimensions. From the center of
this network of connections, Teratashia sends her minions creeping and slithering
through the planes of existence to do her bidding.

Teratashia seldom involves herself in the quarrels of the other great demons. She
is far more interested in controlling the nooks and crannies between dimensions
than with her political status in the Abyss. She is inclined to leave the other demon
princes alone to the same degree that they also extend that courtesy to her.

TERATASHIA, DEMON PRINCESS oF DIMENSIONS
Large fiend, chaotic evil

Armor Class 18 (natural armor)
Hit Points 161 (19d10 + 76)
Speed 35 ft., fly 50 ft.

Str Dex Con Int Wis Cha
17 (+3) 19 (+4) 18 (+4) 19 (+4) 15 (+2) 18 (+4)

Saving Throws Dex +9, Con +9, Int +9, Cha +9

Skills Perception +7

Damage Resistances acid, cold, psychic

Damage Immunities lightning, poison; bludgeoning, piercing, and
slashing damage from nonmagical attacks

Condition Immunities charmed, frightened, poisoned

Senses truesight 120 ft., passive Perception 17

Languages Abyssal

Challenge 15 (13,000 XP)

Regeneration. Teratashia heals 10 hit points at the start of her turn
if she is in darkness. She heals 5 hit points if she is in dim light, and
no hit points if she is in bright light.

Light Avoidance. Teratashia’s speed increases to 50 feet and her
flying speed increases to 70 feet if she is in bright light at the start
of her turn. Her speed returns to normal when she starts her turn in
dim light or darkness.

Innate Spellcasting. Teratashia spellcasting ability is Charisma
(spell save DC 17, spell attack bonus +9). She can cast the following
spells without material components:

At will: clairvoyance, darkness, detect thoughts, dimension door, dispel
magic, fear, suggestion

3/day each: charm person, insect plague, telekinesis, wall of stone

Teratashia’s Necklace of Skulls. Teratashia’s necklace is a powerful
magic item. It is made from 13 skulls, and each skull has gems set
into the eye sockets. Each gem stores one magic spell; the wearer
of the necklace can use an action (or reaction for counterspell) to
cast one of the spells. Spells are cast at their lowest level, using the
caster’s attack bonus and saving throw DC. The necklace recovers
one expended charge per hour when worn by Teratashia; it doesn’t
recover charges when worn by anyone else. It has the following spells
stored:

2x each: arcane lock, bestow curse, cloudkill, counterspell, fireball,
hypnotic pattern, knock (x2), mirror image, witch bolt

4x each: cone of cold, cure wounds

AcCTIONS

Multiattack. Teratashia make four Claw attacks, or two Claw attacks
and either uses her innate spellcasting or one charge from her
necklace.

Claw. Melee Weapon Attack: +9 to hit, reach 5 ft., one creature. Hit: 17
(3d8 + 4) slashing damage plus 7 (2d6) lightning damage.
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DeEmoN LorD, VEPAR

Gather round and I'll tell ye a tale o’ the Reapin’ Sea, where the sea smashes
ships to shards when the gale blows strong. ’Tis a lighthouse old out by the wrecks,
at a place aptly called Shipsgrave. Sail not there when the storms are brewin’, for
the lighthouse won't shine when the weather's bad, and many a sailor has gone
under on the rocks and reefs. Worse yet, ye might meet the Beggar in Irons, a ship
o’the dead. I seen her driving through the water, even floatin’ over the waters, but
it weren t no cap’n on her deck. No, it was her figurehead givin’ orders. He was a
monster merman fused right to the ship s prow, but the dead aboard were listenin’
to his every word. One old salt whispered the name “Vepar” but I ain t sure of what
he spoke. — The Old Mariner Calbert Mall, who enjoys telling his sea tales to any
who will listen in Bargarsport

Vepar is an Abyssal duke in the service of Dagon, Prince of the Sea. He is a
12-foot-tall demonic merman. His upper torso is coppery brown, while his lower
torso and fins are silver and scaled. Vepar’s hair is long and black, and he usually
wears it tied back or braided. His eyes, usually blue in color, burn with a silvery fire
when he is angry or excited. Under his hair, two small copper horns can be seen just
above his eyes. Vepar’s hands end in wicked claws with silvery nails.

A brooding and malevolent demon, Vepar relishes in the torture and death of
others, particularly mortals (whose very existence he disdains). He leads 29
battalions of shrroths in service to his master, but his loyalty to Dagon is questionable
at best. Behind the scenes, Vepar is quietly amassing an army of demons to one day
lead against his current lord. But for now, he waits and serves.

Vepar’s citadel, Leviathan’s Reach, is built into an underwater mountain range
that sits several miles below the surface of his watery Abyssal home. The citadel is
guarded by scores of aquatic demons, fiendish merfolk, and fiendish tritons, as well
as several hundred sahuagin.

VEPAR
Large fiend (demon), chaotic evil

Armor Class 20 (natural armor)
Hit Points 300 (24d10 + 168)
Speed 20 ft., swim 60 ft.

STR DEX CON INT WIS CHA
24 (+7) 22 (+6) 24 (+7) 20 (+5) 20 (+5) 22 (+6)

Saving Throws Str +14, Dex +13, Con +14

Skills Intimidation +13, Perception +12, Stealth +13

Damage Resistances acid, cold, fire; bludgeoning, piercing, and
slashing from nonmagical attacks

Damage Immunities lightning, poison

Condition Immunities frightened, poisoned

Senses truesight 120 ft., passive Perception 22

Languages Abyssal, telepathy 120 ft.

Challenge 21 (33,000 XP)

Magic Resistance. Vepar has advantage on saving throws against
spells and other magical effects.

Magic Weapons. Vepar’'s weapon attacks are magical.

Innate Spellcasting. Vepar’s innate spellcasting ability is Charisma
(spell save DC 21, +13 to hit with spell attacks). He can cast the
following spells, requiring no material components:

At will: control water, detect magic, ice storm

3/day each: dispel magic (as a 6th-level slot), wall of ice

1/day each: control weather, true polymorph

AcTIONS

Multiattack. Vepar makes two Trident attacks or two Claw attacks.
Claw. Melee Weapon Attack: +14 to hit, reach 5 ft., one target. Hit: 17
(3d6 + 7) slashing damage plus 11 (2d10) cold damage. The target
must succeed on a DC 20 Constitution saving throw or gain a level of

cold-based exhaustion.

Trident. Melee or Ranged Weapon Attack: +16 to hit, reach 10 ft. or
range 30/90 ft., one target. Hit: 22 (3d8 + 9) piercing damage, or 25
(3d10 + 9) piercing damage if used with two hands to make a melee
attack. This weapon is a magical +2 trident.

Conjure Shrroths (recharge 4-6). Vepar summons 2 shrroths (see

monster entry) that appear in unoccupied spaces within 60 feet of

him and obey his telepathic commands (no action required). They
roll initiative and act on their own turn.

LEGENDARY ACTIONS

Vepar can take three legendary actions, choosing from the options
below. Only one legendary action can be used at a time and
only at the end of another creature’s turn. Vepar regains spent

legendary actions at the start of his turn.

Cast a Spell (costs 3 actions). Vepar casts a spell from his

innate spellcasting list.

Trident Missiles (costs 2 actions). Vepar uses his magical

trident to cast a magic missile spell (as a 6th-level slot).

Teleport (costs 2 actions). Vepar magically teleports, along

with any equipment he is wearing or carrying, up to 120 feet
to an unoccupied space he can see.
Claw Attack. Vepar makes a Claw attack.
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DENIZEN oF ONG

The strange humanoid approached us, its body almost floating above the ground.
1 could tell little about what hid under its voluminous robes. A pair of strange
bulging eyes peered at us from above a thick veil, and I noticed they did not blink.
As its gaze bore into me, the robes rumbled and parted to reveal three long slender
tentacles. — Algrid Henswaithe, University of the Vast

Ong lies far away in distant mountains shrouded in endless mists. Its natives,
be they a separate race or humanoids twisted by worship of strange gods from the
space between spaces, travel the world on bizarre errands. Sometimes they come
to trade; other times to kidnap or murder. It is not unusual for one of these strange
beings to offer succor or information to the same people they recently tried to kill.
Then again, with their propensity for form and face-concealing clothing, who can
say which denizen of Ong is which?

DENIZEN oF ONG
Medium aberration, neutral evil

Armor Class 13
Hit Points 11 (2d8 + 2)
Speed 30 ft.

STR DEX CON INT WIS CHA
12 (+1) 16 (+3) 13 (+1) 15 (+2) 16 (+3) 15 (+2)

Senses darkvision 60 ft., passive Perception 13
Languages Telepathy 100 ft.
Challenge 2 (450 XP)

Charming gaze. When a creature begins its turn within 30 feet of the
denizen of Ong and can see the denizen of Ong, the denizen of Ong
can force it to make a DC 13 Wisdom save. If the creature fails its
save, the creature is charmed by the denizen of Ong for one hour or
until the denizen of Ong is slain.

Unless surprised, a creature can avert its eyes to avoid the saving
throw at the start of its turn. If it does so it cannot see the denizen
of Ong until the start of its next turn when it can choose to avert
its eyes again. If the creature looks at the denizen of Ong in the
meantime, it must immediately make the saving throw.

Innate Spellcasting. The denizen of Ong uses Wisdom (spell save DC
13, spell attack +5) to innately cast the following spells, requiring no
material components:

At-will: mage hand

1/day: hypnotic pattern, ray of enfeeblement

Regeneration. If the denizen of Ong has at least 1 hit point, it
recovers 5 hit points at the start of its turn.

AcCTIONS

Multiattack. The denizen of Ong makes two Tentacle attacks or one
Tentacle attack and one Sickle attack.

Sickle. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 6
(1d6 +3) slashing damage.

Tentacle. Melee Weapon Attack: +5 to hit, reach 10 ft., one target. Hit:
5 (1d4 +3) bludgeoning damage and the target must succeed at a DC

11 Constitution saving throw or become paralyzed for 1d6 minutes.



DEeviL, AMAIMON

Wylf pulled open the trapdoor, and we looked into Hell. Or as close to it as [ want
to come. A round pit was filled with molten lava that rolled and sloshed like waves.
Metal cages hung from the ceiling on soot-blackened chains. Skeletons and charred
corpses filled many of the cages. This fat blob had its back to us, but something must
have given us away, because it stopped what it was doing and turned to look up at
us with this face that was way too tiny for its pudgy body. And we saw what it had
been working at: hammering a still-wriggling body onto an iron spike. — Jewels
Longridge, on escaping the devil of the Vault of Silver Flames

Amaimons are grossly fat, 10-foot-tall, reddish orange giants weighing 700
pounds. They have miniature faces set with sapphire blue eyes fixed inside a
massive head adorned with miniature horns that protrude from its brow. Spines run
the length of its back to the tip of its forked tail. Stinking of corpulent sweat, sulfur
and smelting iron, the creatures have powerful but stubby clawed arms and legs that
are scarred and blistered from their work in forges of Hell.

Amaimons are most commonly encountered in the smelting pits of Mammon
(see monster entry) where they forge soul ingots from the most worthless of the
damned and pour molten metal down the throats of mealy-mouthed souls to forge
weapons for the Great Miser’s army. They are themselves intensely greedy creatures
and try to pinch any last bit of worth from their victims.
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AMAIMON
Large fiend (devil), lawful evil

Armor Class 16 (natural armor)
Hit Points 66 (7d10 + 28)
Speed 40 ft.

STR DEX CON INT WIS CHA
18 (+4) 18 (+4) 18 (+4) 14 (+2) 14 (+2) 12 (+1)

Skills Deception +4, Intimidation +4, Insight +5, Perception +5

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks that are not silver

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 15

Languages Common, Draconic, Infernal, telepathy 100 ft.

Challenge 6 (2,300 XP)

Devil’s Sight. Magical darkness doesn’t impede the devil’s darkvision.

Magic Resistance. The amaimon devil has advantage on saving
throws against spells and other magical effects.

Where’s My Money. The amaimon devil has the ability to instill
crippling greed in its opponents, forcing them to make a successful
DC 15 Wisdom Saving throw or stop whatever they are doing to
count each individual coin and gem in their possession. Creatures
within a 30-foot radius who fail their save count out six coins per
round until all the coins are counted. Suffering damage or serious
attempts to distract them affords the victim an additional saving
throw.

Innate Spellcasting. The amaimon devil’s innate spellcasting ability
is Charisma (spell save DC 12, +4 to hit with spell attacks). It can
cast the following spells, requiring no material components:

At will: major image, protection from evil and good, teleport (self only),
wall of fire

AcCTIONS

Multiattack. The amaimon devil makes one Bite attack and two Claw
attacks. .

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 11
(2d6 + 4) piercing damage.

Claw. Melee Weapon Attack: +7 to hit, reach 10 ft., one target. Hit: 9
(2d4 + 4) slashing damage.

Sulfur Breath (recharge 4-6). The amaimon devil spits out a 40-foot
cone of sulfuric ash and hot coals. Each creature in the area must
make a DC 15 Dexterity saving throw, taking 36 (8d8) fire damage
on a failure or half as much on a success.
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DEviL, FLAYER

Berga scaled quickly down the bone wall, using the femurs and skulls as
handholds. I wasn't taking any chances and tied off a rope and dropped it over
the edge. Hadin was stepping over the edge of the drop when a horrible cloud of
ash and burning brimstone exploded upward. He lost his grip and fell backward,
vanishing into the cloud. Lashert created a gust of wind to clear the room, but I wish
he hadn't. A ghastly giant with large curling horns and deadly claws was holding
Berga down as it pulled strips of flesh from her body. It chewed each strip with gusto
in its many sharp teeth. Hadin was lying among the bones on the floor, a splintered
stake of bone driven through his leg. The thing was obviously saving him for later.
— Holhath the Cryptic, describing the Chamber of Bones beneath Bargarsport

Flayer devils are musclebound brutes with thick crimson skin that stinks of soot
and brimstone. Their beastly horned head features a wide mouth filled with broken,
rotting yellow fangs, and their eyes glow like molten metal. Their long arms end
in horned fists and serrated hook-like claws. Flayers stand 13 feet tall and weigh
more than 800 pounds.

When the barons and dukes of Hell need a brute to do a brute’s job, they often
call upon the legions of marzachs. These deadly giants of Hell use their horned fists
and ripping claws to tear the flesh of their enemies to ribbons. Born from a choir of
angelic warriors who were turned by the infernal lords, they have the power to emit
an unholy burst of brimstone that sickens those around them.

FLAYER
Large fiend (devil), lawful evil

Armor Class 16 (natural armor)
Hit Points 150 (12d10 + 84)
Speed 40 ft.

STR DEX CON INT WIS CHA
24 (+7) 15 (+2) 24 (+7) 15 (+2) 15 (+2) 15 (+2)

Saving Throws Strength +11

Skills Athletics +11, Deception +6, Intimidation +6, Perception +6

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks that are not silvered

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 100 ft., passive Perception 16

Languages Abyssal, Common, Ignan, Infernal, telepathy 100 ft.

Challenge 9 (5,000 XP)

Devil’s Sight. Magical darkness doesn’t impede the flayer’s darkvision.

Magic Resistance. The flayer devil has advantage on saving throws
against spells and other magical effects.

Flensing. On a natural 20, the horned and serrated claws and fists of
the flayer tears flesh from bone, dealing (5d8) necrotic damage to its
opponent in addition to critical damage from its claw attack.

Regeneration. The flayer regains 10 hit points at the start of its turn.
If the flayer takes damage from a silvered weapon, this trait doesn’t
function at the start of the flayer’s next turn. The flayer is destroyed
only if it starts its turn with 0 hit points and doesn’t regenerate.

Innate Spellcasting. The flayer’s innate spellcasting ability
is Charisma (spell save DC 14, +6 to hit with spell attacks). It can
cast the following spells, requiring no material components:

At will: detect evil and good, teleport (self only), scorching ray

1/day each: wall of fire, protection from evil and good

AcTIONS

Multiattack. The flayer makes one Bite attack and two Claw attacks.

Bite. Melee Weapon Attack: +11 to hit, reach 10 ft., one
target. Hit: 16 (2d8 + 7) piercing damage.

Claw. Melee Weapon Attack: +11 to hit, reach 5 ft., one target. Hit: 11
(1d8 + 7) slashing damage and 7 (2d6) necrotic damage.

Unholy Burst (recharge 5-6). A 30-foot cube of hellish brimstone
bursts forth from the skin of the flayer, causing those within the
wave to succeed DC 19 Constitution save or gain the poisoned
condition for one hour.
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DEeviL, GHADDAR

We slipped through a hole burned in the air and found ourselves on a hot, dusty
plane. The air seared our lungs, leaving us gasping. The sky was fire and ash. A
braying from below drew our eyes. Four massive creatures with heads like donkeys
were charging up the slope toward us, braying as they came. Rambralt stepped up
before us, his sword raised to greet them. He didn't even get to swing it. The first
donkey devil grabbed him in its claws and raised him to its mouth. It devoured him
with two bites. I turned and ran back for the cinder-burned rip that led back to my
own world. — Yanse the Deft, thief of Eastwych

The terrible and mighty ghaddars are massive creatures standing almost three
times as tall as a human but with the head of a donkey. It shuffles with a hunched
gait as it moves. Large downward-curving horns protrude from its head. Its body
is covered with blackish hair. Its feet are splayed, and its eyes are stark white with
hollow black pupils.

Ghaddars roam the planes of Hell devouring the unfortunate souls of those they
encounter. They also consume the essence and being of any outcast devils and dukes
who cross their path. A typical ghaddar stands 15 feet tall and weighs 6,000 pounds.
A ghaddar assails its foes with a barrage of claw attacks. A grabbed opponent is
bitten and, if slain, devoured. Ghaddar are not strategists, and unless directed by a
commander or captain, they attack with little organization and finesse. The ferocity
of the ghaddar is unparalleled in combat.

GHADDAR
Huge fiend (devil), lawful evil

Armor Class 18 (natural armor)
Hit Points 207 (18d12 + 90)
Speed 40 ft.

STR DEX CON INT WIS CHA
22 (+6) 14 (+2) 20 (+5) 18 (+4) 17 (+3) 20 (+5)

Saving Throws Str +11, Con +10, Cha +10

Damage Resistances cold; bludgeoning, piercing, and slashing
damage from nonmagical attacks that are not silver.

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 13

Languages Abyssal, Common, Infernal, telepathy 120 ft.

Challenge 16 (15,000 XP)

Devil’s Sight. Magical darkness doesn’t impede the ghaddar’s
darkvision.

Magic Resistance. The ghaddar devil has advantage on saving throws
against spells and other magical effects.

Magic Weapons. The ghaddar’s weapon attacks are magical.

Innate Spellcasting. The ghaddar’s innate spellcasting ability
is Charisma (spell save DC 18, +10 to hit with spell attacks). It can
cast the following spells, requiring no material components:

At will: detect magic, wall of fire

3/day: fireball, lightning bolt

AcTIONS

Multiattack. The ghaddar makes two Claw attacks and one Bite attack.

Bite. Melee Weapon Attack: +11 to hit, reach 5 ft., one target. Hit: 20
(4d6 + 6) piercing damage.

Claw. Melee Weapon Attack: +11 to hit, reach 10 ft., one target. Hit: 15
(2d8 + 6) slashing damage.

Feed. The ghaddar feeds on the corpse of a slain foe and regains 23
(2d12 + 10) hit points.
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DEeviL, HELLSTOKER

Five of them popped into existence with a flash of flame and a roiling cloud
of sulfur. Loose, rubbery-skinned, coated in oil, these fiends lit themselves on fire
and launched.into their attack. Although surprised, we fought back, my own squire
thrusting a dagger into the eye of the fiend trying to carry her off. It was a hard fight,
and we lost two good horses, but thankfully none of our party was slain, although a
few were badly burned. — Sir Cedric of Reme, knight errant

Hellstoker demons are rarely found away from the furnaces they tend in the
lower pits of Hell where they maintain the reserves of oil made from the rendered
flesh of mortals. When their supply runs low and there are no lesser devils or
demons to feed the rendering vats, hellstokers go on hunting raids into the world.
They capture as many mortals as possible before returning to the Lower Planes to
make their precious oil — after a little light torture of course.

HELLsTOKER DEVIL
Medium fiend (devil), lawful evil

Armor Class 15 (natural armor)
Hit Points 58 (9d8 + 18)

Speed 30 ft.
STR DEX CON INT WIS CHA
15 (+2) 13 (+1) 15 (+2) 6 (-3) 10 (+0) 10 (+0)

Saving Throws Str +5, Con +5, Wis +3, Cha +3

Skills Athletics +5, Perception +3

Damage Resistances acid, cold; bludgeoning, piercing, and slashing from
nonmagical attacks

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 13

Languages Infernal, telepathy 120 ft.

Challenge 5 (1,800 XP)

Devil’s Sight. Magical darkness doesn’t impede the hellstoker’s
darkvision.

Innate Spellcasting. The hellstoker’s innate spellcasting ability is
Charisma (spell save DC 11). It can cast the following spells,
requiring no material components:

At will: protection from evil and good

1/day: plane shift (self only)

Magic Resistance. The hellstoker has advantage on saving throws
against spells and other magical effects.

Oily Hide. A hellstoker has advantage on ability checks and saving
throws to resist being grappled or restrained. In addition, if a
hellstoker takes fire damage, it bursts into flame for one minute.
During this time, a creature who enters the area or begins their turn
in the area must make a DC 13 Dexterity saving throw, taking 4
(1d8) fire damage on a failed saving throw, or half as much damage
on a successful saving throw.

AcCTIONS

Multiattack. The hellstoker makes two Spear attacks.

Spear. Melee Weapon Attack: +5 to hit, reach 5 ft., or range 20/60 ft.,
one target. Hit: 5 (1d6 + 2) piercing damage or 6 (1d8 + 2) piercing
damage if used with two hands to make a melee attack.

Bellows. The hellstoker releases a blast of fire from its bellows in a 15-
foot cone. Creatures in the area must make a DC 13 Dexterity saving
throw, taking 14 (4d6) fire damage on a failed saving throw, or half
as much damage on a successful saving throw.

Summon (1/day). The hellstoker has a 35% chance to summon 2d8
lemures or a hellstoker. The summoned demon appears in an
unoccupied space within 60 feet of the hellstoker, but can’t summon
other demons. It remains for one minute, until it or the first
hellstoker is slain, or until the first hellstoker takes an action to
dismiss it.
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DEeviL, NUPPERIBO

We took the Onyx Minotaur with no trouble. The pirates aboard the ship moved
in a daze, stumbling about as if drunk, not even seeming to care when we boarded.
We took them without a fight. We found out why when Boson Sharn opened the hold.
We'd been told it contained women and children kidnapped from Kaf Village. That
was a lie. What boiled out of that hold were hordes of clawing devils with gray flesh.
We'd walked right into a trap. — Malila Cuthbert, priestess of Muir

Nupperibo are shambling, ambulatory meat sacks — vaguely humanoid blobs
of pus and flesh with a putrid yellow-green pallor — with the horrified faces of
the accursed damned. Damned souls raised from the Styx to do the bidding of
the princes of Hell, nuperribo are largely mindless and attack in mobs with found
weapons or slashes from their rotted claws. They stand five feet tall and weigh about
100 pounds.

Devils constantly punish these tortured spirits, which they consider even lowlier
than lemures and manes. Nupperibos are used as fodder in their never-ending
wars, with a typical nupperibo army consisting of thousands of these creatures.
Nupperibos unerringly follow the orders of their commander. They are relentless
in their pursuit and attack, and continue to assault anything in their path until
ordered to stop by their commander. A nupperibo killed in battle is 99% likely to
be reformed (by a duke or arch devil) into another nupperibo; the remaining 1% are
“promoted” to lemure status, having proved their worth in combat.

NuprPERIBO DEVIL
Medium fiend (devil), lawful evil

Armor Class 11 (natural armor)
Hit Points 4 (1d8)
Speed 30 ft.

STR DEX CON INT WIS CHA
10 (+0) 10 (+0) 10 (+0) 4(-3) 10 (+0) 4(3)

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks that are not silver

Damage Immunities fire, poison, psychic

Condition Immunities charmed, frightened, stunned, poisoned

Senses darkvision 60 ft., passive Perception 10

Languages Infernal (cannot speak)

Challenge 0 (10 XP)

Devil’s Sight. Magical darkness doesn’t impede the nupperibo’s
darkvision.

Magic Resistance. The nupperibo devil has advantage on saving
throws against spells and other magical effects.

AcTIONS

Claws. Melee Weapon Attack: +2 to hit, reach 5 ft., one target. Hit: 2
(1d4) slashing damage.

Spear. Melee Weapon Attack: +2 to hit, reach 5 ft., one target. Hit: 3
(1d6) piercing damage.
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We thought the hounds were the worst, with their flaming breath and their savage
bites. We'd dealt with those things before, and instinct took over as we formed a
protective ring around Prince Callyndr and waited for them to advance. We readied
our shields to block their flames if they tried to burn us. But they didn't behave as
we expected. Instead, they formed a ring around the clearing, staying well outside
the reach of our blades, but surrounding us. And then they parted and let their
master into the ring. He was taller than all of us, with clawed hands and jutting
fangs. He lifted a barbed net and seemed to smile as he closed in. — Sir Farnaught
of Highreach

Tormentors of Souls, known as tormentor devils, make their way across the
uppermost plane of Hell as they search for souls who have entered the realms of
evil. Various arch devils and dukes employ tormentor devils to capture and return
souls to them for their devilish uses. Tormentors often employ hell hounds when
pursuing renegade or runaway souls.

They stand seven feet tall and are covered in reddish-gray scales that glow like
flakes of cooling iron. Broad shouldered with a reptilian bifurcated tail, they have
hairless goat-like hindquarters covered in thorny spikes that support their broad
upper body and barrel chest. Their cruel beast-like face is flanked by spikes rising
from their shoulders and curved black horns that sprout from their skull. They wield
cruel axes and jagged edged weapons designed to inflict maximum pain.

Tormentor devils are common in the Rings of Hell, where the princes employ
them to torture the lemures, nupperibos, undead, and newly arrived souls deposited
here for their eternal damnation. Their purpose is to beat the weakest of the fiends
into more powerful forms. Those who are unworthy of being raised to higher power
by the princes of Hell are reduced to ooze that is poured back into the Styx to be
forgotten forever.
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ToRMENTOR DEVIL
Medium fiend (devil), lawful evil

Armor Class 18 (natural armor)
Hit Points 93 (11d8 + 44)
Speed 30 ft.

STR DEX CON INT WIS CHA
18 (+4) 18 (+4) 18 (+4) 14 (+2) 14 (+2) 15 (+2)

Skills Deception +5, Intimidation +5, Insight +5, Perception +5,
Persuasion +5

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks that are not silver

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 15

Languages Abyssal, Common, Infernal, telepathy 100 ft.

Challenge 6 (2,300 XP)

Devil’s Sight. Magical darkness doesn’t impede the tormentor’s
darkvision.

Magic Resistance. The tormentor has advantage on saving throws
against spells and other magical effects.

Regeneration. The tormentor regains 5 hit points at the start of its
turn. If the tormentor takes damage from a silvered weapon, this
trait doesn’t function at the start of the tormentor’s next turn. The
tormentor is destroyed only if it starts its turn with 0 hit points and
doesn’t regenerate.

Soul Tracking. The tormentor can track any soul that enters the
planes of Hell and knows the approximate direction and distance to
the soul in question.

Innate Spellcasting. The tormentor’s innate spellcasting ability is
Charisma (spell save DC 13, +5 to hit with spell attacks). It can cast
the following spells, requiring no material components:

At will: detect thoughts, dimension door, scorching ray, teleport (self only)

1/day: suggestion

Magic Weapons. The tormentor’s weapon attacks are magical.

AcTIONS

Multialt(tack. The tormentor makes one Battleaxe attack and two Claw

attacks.

Battleaxe. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit:
8 (1d8 + 4) slashing damage. The tormentor’s battleaxe attack affects
incorporeal creatures.

Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit:

7 (1d6 + 4) slashing damage. The tormentor’s claw attack affects
incorporeal creatures.

Soulcatcher Net. Ranged Weapon Attack: +7 to hit, range 10/20
ft., one target. Hit: the target is restrained (Escape DC 14). The
tormentor’s soulcatcher net can expand to hold creatures of any size
and can affect incorporeal creatures. A creature that begins its turn
restrained by the soulcatcher net suffers 3 (1d6) necrotic damage.
The net has AC 14 and 20 hit points.
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Manes are lesser devils who evolved from larvae or formless blobs of tortured flesh into the ravenous spirits of the underworld.
Depending on the species, manes may have horns or scales that run down their back with coloration that denotes their species. Manes
travel in packs that may be as small as a half dozen or as large as a hundred or even the thousands when under the direct command of
greater demons or devils.

MaNE, BLooD

MANE, ICE

The wedding chest was delivered late, wheeled into the raucous reception on
a squeaky cart. The bride squealed in delight at a new gift to open, likely another
Jjeweled bauble or golden trinket from her new husband’s family. She pulled the
latch and flung the chest open, which caused a fiery flash to erupt outward to set
the groom s hair on fire. A cloud of ash rose into the air from the chest, hovered for
a moment, then dropped to the floor. Six blood-soaked devils that stank of copper
ran out of the cloud to tear into the guests with their teeth and claws. — Julinie
Fairhost, survivor of the bloody wedding day massacre at the Giltmaven Estate

Blood manes have a huge vaguely humanoid head on a blood-soaked body that
resembles a cross between a fish and some sort of amphibious hound. Sizzling flesh
and the coppery stench of coagulating blood assails the nostrils in the presence of
this creature of the Styx.

Blood manes are some of the most ferocious in the legions of manes dwelling
in the underworld as they are brought up from the souls of war criminals cut down
on the battlefield. Blood manes can be found in the Abyss where they participate in
cannibalistic acts that leave only the strongest and meanest of their kind to survive.

BLoob MaNE
Medium fiend, neutral evil

Armor Class 16 (natural armor)
Hit Points 60 (8d8 + 24)
Speed 40 ft., swim 50 ft.

STR DEX CON INT WIS CHA
18 (+4) 16 (+3) 16 (+3) 8 (1) 12 (+1) 8 (1)

Skills Perception +3, Stealth +5

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 13

Languages Abyssal, Infernal

Challenge 4 (1,100 XP)

Amphibious. The mane can breathe air and water.

Drain Blood. As a bonus action, the blood mane may drain blood from
a grappled foe. The foe suffers 6 (3d6) necrotic damage, and the blood
mane gains a number of temporary hit points equal to the amount of
damage the blood drain causes.

Pack Tactics. The mane has advantage on an attack roll against a
target if at least one of the mane’s allies is within five feet of the
mane and the ally isn’t incapacitated.

Sizzle. A creature that touches the blood mane or hits it with a melee
attack while within five feet of it takes 3 (1d6) fire damage.

AcTIONS

Multiattack. The mane makes one Bite attack and one Claw attack.

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 8 (1d8
+ 4) piercing damage and 9 (2d8) fire damage. The target is grappled
by the blood mane (Escape DC 14). The blood mane can grapple only
one creature at time.

Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 7
(1d6 + 4) slashing damage
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We ran through the field of towering ice spikes, doing our best to jump over the
Jjagged opening in the frozen lake. Behind us, we could hear the creatures running
fast, hunting us. They ran in a pack, swinging and climbing the frozen towers, icy
devils out for our warm blood. Gowen was in front of me, running faster than any
of us thanks to those nifty boots of his. He jumped over a crack in the ice, but he
wasn t fast enough, even with his magic. A host of them shot upward out of the water
and grabbed him in midair. They pulled him right down into the water. — Nixos
Panreave, Northlands explorer and tale teller

Ice manes are a cross between a primate and an albino reptile with piercing blue
eyes. Their huge heads are surrounded with icy spikes, and their mouths are filled
with rows of frozen fangs that shred opponents like crushed glass. They are most
frequently found in the ring of Cainus where icy waters of Cocytus pour into the
frozen Ring of Hell. Ice manes hunt in wild packs across Cainus and Cocytus where
they are raised from frozen souls trapped in the icy tributary of Styx. Voracious
hunters, ice manes are too stupid to retreat, and too numb to feel pain. They
sometimes find their way into the Mortal Realms when summoned by spellcasters
or though unattended planar gates near areas of ice floes and frigid waters.

IcE MANE
Medium fiend, neutral evil

Armor Class 16 (natural armor)
Hit Points 37 (5d8 + 15)
Speed 40 ft., swim 50 ft.

STR DEX CON INT WIS CHA
16 (+3) 16 (+3) 16 (+3) 8 (-1) 12 (+1) 8 (-1)

Skills Perception +3, Stealth +5

Damage Resistances poison; bludgeoning, piercing, and slashing
from nonmagical attacks

Damage Immunities cold

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 13

Languages Abyssal, Infernal

Challenge 3 (700 XP)

Amphibious. The mane can breathe air and water.

Ice Walk. The ice mane can move across and climb icy surfaces
without needing to make an ability check. Additionally, difficult
terrain composed of ice or snow doesn’t cost it extra movement.

Pack Tactics. The mane has advantage on an attack roll against a
target if at least one of the mane’s allies is within five feet of the
mane and the ally isn’t incapacitated.

AcTIONS

Multiattack. The mane makes one Bite attack and one Ice Spine
attack.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 7
(1d8 + 3) piercing damage and 2 (1d4) cold damage, and the target
must succeed on a DC 13 Constitution saving throw or gain a level of
exhaustion.

Ice Spine. Ranged Weapon Attack: +5 to hit, range 10/40 ft., one
target. Hit: 6 (1d6 + 3) slashing damage and 2 (1d4) cold damage.
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MANE, STYGIAN

MANE, STYX

The black dragon's corpse was barely cold where it floated in the foul runoff of
the Sin Mire Swamp. As we watched, a dozen reptilian creatures raised their spiny
heads above the murk. They clambered up the dragon’s scales.and perched on its
body, watching us. Venom dripped from their fangs. Our guide whispered, “What
are they?” There wasn t time to answer. The devils leaped at us and attacked. Saray
made the mistake of running at them — and vanished into a hole hidden under
the swamp. We later learned it was a portal that led to unimaginable horrors. —
Iris Windbreath, found wandering in the Sin Mire Swamp by the dwarves of Anvil
Plunge

Stygian manes have a vaguely reptilian or fish-like appearance, with a slick
rubbery hide and yellowish spines that begin at their brow and protrude all the way
down their back. The fangs of a stygian mane drip with horrid venom.

Stygian manes are most often found in the Stygian Swamps of the Abyss,
where demon lords recruit them as guards and chattel minions. Although seldom
encountered outside of Styx, the Abyss, and the Rings of Hell, they can be
encountered in the mortal realms as summoned minions or in thin spots between
the planes.

STYGIAN MANE
Medium fiend, neutral evil

The dimwitted fighter Fangoe thought it was some kind of dog hiding in the
darkness under the low porch. He put his hand out to pet the thing — and lost three
fingers for his trouble. Fangoe fell onto his backside, and the creature charged out
at him on all fours, its slobbering mouth gnashing and biting for more flesh. Dooley
caught it mid-leap with a blast from his wand, knocking the creature sideways and
saving the warrior. — “Gourd” Deeproot, describing the devil that escaped into
the Haunted Wood

Styx manes are the size of a large terrestrial warhound. Most Styx manes have
short hind legs and a bifurcated tail. They are capable of bipedal movement over
short distances but prefer to move about on all fours. Their long powerfully built
forearms end in clawed paw like hands. They have powerful shoulders that flank
a thick neck and lumpy, vaguely humanoid face featuring a huge slathering mouth
filled with row after row of razor-sharp teeth.

The manes of the Styx serve as chattel for various powers of the underworld.
Their intellect is such that they are capable of following basic orders and can
establish simple battle formations that are unseen in the infinite ranks of the Abyssal
hordes they most frequently face.

ST1YXx MANE
Medium fiend, neutral evil

Armor Class 16 (natural armor)
Hit Points 37 (5d8 + 15)
Speed 40 ft., swim 50 ft.

Armor Class 16 (natural armor)
Hit Points 37 (5d8 + 15)
Speed 40 ft., swim 50 ft.

STR DEX CON INT WIS CHA
16 (+3) 16 (+3) 16 (+3) 8 (-1) 12 (+1) 8(-1)

STR DEX CON INT WIS CHA
16 (+3) 16 (+3) 16 (+3) 8 (-1) 12 (+1) 8 (-1)

Skills Perception +3, Stealth +5

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks

Damage Immunities poison

Condition Immunities paralyzed, poisoned

Senses darkvision 60 ft., passive Perception 13

Languages Abyssal, Infernal

Challenge 2 (450 XP)

Amphibious. The mane can breathe air and water.

Pack Tactics. The mane has advantage on an attack roll against a
target if at least one of the mane’s allies is within five feet of the
mane and the ally isn’t incapacitated.

Slimy Skin. The stygian mane has advantage to escape from the
grappled or restrained condition.

AcTIONS

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 7
(1d8 + 3) piercing damage and the target must succeed at a DC 13
Constitution saving throw or become paralyzed for one minute.
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Skills Perception +3, Stealth +5

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 13

Languages Abyssal, Infernal

Challenge 2 (450 XP)

Amphibious. The mane can breathe air and water.

Pack Tactics. The mane has advantage on an attack roll against a
target if at least one of the mane’s allies is within five feet of the
mane and the ally isn’t incapacitated.

AcCTIONS

Multiattack. The mane makes one Bite and one Claw attack.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 7 (1d8
+ 3) piercing damage.

Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 6
(1d6 + 3) slashing damage. <
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DEeviL, ALAsTOR (EXECUTIONER OF HELL)

AcTIONS

We stood guard on the Wizard s Wall, ready for anything that might come through
the Crynnomar Gap. Trouble was brewing on the plains, but surely no sane army
would attempt to breach the wall. But still they came, an army of devilish design,
bearing pikes and blades of onyx hue. At their forefront was a devil twice the size
of a man, his body encased in hellish flames. He pointed an iron battleaxe at our
ranks, and the monsters charged. — Sir lan Murren, knight of the Grand Duchy

The Arch Devil Alastor, the Executioner of Hell, is the mightiest of the pit fiends,
standing 16 feet tall. This horror has a body cloaked entirely in hellish yellow
flames, and huge bat-like wings spread from his scaly body, which glows faintly
like cooling steel. Long, ape-like arms end in clawed hands that wield the wickedly
curved infernal iron battleaxe Grimfang. The beast’s coal-black eyes are lit with
glinting red pupils, and his mouth is filled with row upon row of shark-like fangs.

Alastor’s Keep is found on the great battle planes of Gehenna where the princes
of darkness contest against one another for dominion over the throne of Hell.
Alastor is an impartial observer in these contests between the demon lords. He
seeks only to quench Grimfangs insatiable thirst in the blood of his brethren and
any demons or angels Alastor can get his mighty paws on. Alastor takes great pride
in his job, and his axe never falters. When tasked with the execution of a traitor or
prisoner, Alastor does the job, neat and clean every time.

ALASTOR THE EXECUTIONER, ARCH DEVIL
Huge fiend (devil), lawful evil

Armor Class 19 (natural armor)
Hit Points 362 (25d12 + 200)
Speed 40 ft., fly 60 ft.

STR DEX CON INT WIS CHA
28 (+9) 16 (+3) 26 (+8) 24 (+7) 18 (+4) 26 (+8)

Saving Throws Constitution +15, Wisdom +11, Charisma +15

Skills Arcana +14, Acrobatics +10, Deception +15, Insight +11,
Intimidation +15, Perception +11, Persuasion +15, Stealth +10

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks that are not silver

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 21

Languages Abyssal, Common, Celestial, Draconic, Giant, Ignan,
Infernal, Terran, telepathy 100 ft.

Challenge 22 (41,000 XP)

Devil’s Sight. Magical darkness doesn’t impede the devil’s darkvision.

Fear Aura. Any hostile target that starts its turn within 20 feet of
the Executioner must make a DC 23 Wisdom saving throw, unless
the Executioner is incapacitated. On a failed save, the target is
frightened until the start of its next turn. If the target’s saving throw
is successful, the target is immune to the Executioner’s fear aura for
the next 24 hours.

Innate Spellcasting. The Executioner’s innate spellcasting ability is
Charisma (spell save DC 23, +15 to hit with spell attacks). He can
cast the following spells, requiring no material components:

At will: animate dead, bane, detect evil and good, detect thoughts, dispel
magic, hold monster, invisibility, magic circle, major image, teleport
(self only), true seeing, power word stun, wall of fire

3/day: confusion

1/day each: meteor swarm, power word kill

1/week: wish

Legendary Resistance (3/day). If the Executioner fails a saving
throw, he can choose to succeed instead.

Magic Resistance. The Executioner has advantage on saving throws
against spells and other magical effects.

Magic Weapons. The Executioner’s weapon attacks are magical.
Regeneration. The Executioner regains 10 hit points at the start of its
turn. If the Executioner takes damage from a silvered weapon, this
trait doesn’t function at the start of the Executioner’s next turn. The

Executioner is destroyed only if he starts its turn with 0 hit points
and doesn’t regenerate.

78 | DEVILS

TOME OF
HORRORS

Multiattack. The Executioner makes one Grimfang attack, one Bite
attack, and two Claw attacks, or one Grimfang attack, one Tail
Swipe and two Claw attacks. He may substitute one Hellfire attack
for his Claw attacks.

Bite. Melee Weapon Attack: +16 to hit, reach 5 ft., one target. Hit: 26
(5d6 + 9) piercing damage and the target must succeed at a DC 24
Constitution saving throw or suffer an additional 44 (8d10) poison
damage.

Claw. Melee Weapon Attack: +16 to hit, reach 10 ft., one target. Hit: 19
(3d6 + 9) slashing damage.

Grimfang. Melee Weapon Attack: +16 to hit, reach 10 ft., one target.
Hit: 22 (2d12 + 9) slashing damage and the target must succeed at
a DC 24 Constitution saving throw or die. A creature that is killed
by Grimfang cannot be brought back to life by any means short of a
wish.

Hellfire. Ranged Weapon Attack: +10 to hit, range 60/120 ft., two
targets. Hit: 21 (4d8 + 3) fire and necrotic damage.

Tail. Melee Weapon Attack: +16 to hit, reach 15 ft., one target. Hit: 18
(2d8 + 9) bludgeoning damage and the target is grappled (escape
DC 25). A creature that starts its turn grappled by the Executioner
suffers 11 (2d10) bludgeoning damage. The Executioner has only one
tail and can grapple only one creature with it at a time.

LEGENDARY ACTIONS

The Executioner can take three legendary actions, choosing from the
options below. Only one legendary action can be used at a time and
only at the end of another creature’s turn. The Executioner regains
spent legendary actions at the start of his turn.

Strafe. The Executioner moves up to 60 feet, and this movement does
not provoke opportunity attacks. At any point during this movement,
he may make one Hellfire attack.

Execution. The Executioner
makes a Grimfang attack.

Wing Buffet (costs 2 actions).
The Executioner buffets the
air with his wings to create
a 20-foot cone of powerful
wind. All creatures caught
in this area must succeed
at a DC 25 Strength check
or be knocked prone and
pushed 15 feet away
from the Executioner.

Fiendish Recovery (costs 2
actions). The Executioner
recovers 50 hit points

and ends one condition

effecting it.

DeviL, AMMON (DUKE oF MALBOLGE, KEEPER
ofF THE KENNELS, LoRD oF THE DITCHES)

AcCTIONS

Culper had just taken the gem from the idol’s hand when we heard the baying
of wolves. Desert sand stirred through the shrine at the same time, and we all felt
the change in the air, a heaviness that weighed on our souls. The gem flared with
a burst of flame, and Culper dropped it, screaming in pain as his hands charred to
the bone. The blast of light burned the outline of our shadows onto the walls ... as
well as another larger shape. From this shadow stepped a nine-foot wolf clad in
armor and carrying a writhing whip. — Jasper Stel, on the failed raid of the temple
of Ammon in the Kanderi Desert

Ammon is a 15-foot-tall fiendish humanoid with clawed hands and feet and
the black-furred, lice-infested head of a wolf set with slavering jaws and glowing
yellow eyes. An armor-plated left hand wields a cruel whip that coils of its own
accord like a living serpent.

Ammon’s iron fortress Harrowcourt hangs from a precipice overlooking
the Ditches of the Damned that surround the Ring of Hell known as the Pit of
Malbolge. Ammon is attended by a host of werewolves, barbed devils, ghaddar,
and his lieutenant Eaxalac, a pit fiend. The 10 ditches are greatly feared by worldly
thieves and politicians who know they may very well end up plying eternity among
the charlatans, confidence men, seducers, fraudsters, counterfeiters, and betrayers
trapped there.

To keep the accursed dead in their ditches, Ammon oversees a kennel of 666
wolf-headed hell hounds he sired himself, as well as three legions of bone devils.
The ditches are filled with nupperibos, lemurs, and even lesser souls who have
found their just deserts in Malbolge.

AmMMON, DUKE oF MALBOLGE, KEEPER OF THE

KENNELS, LoRrD oF THE DiTcHES, ARCH DEVIL
Large fiend (devil), lawful evil

Armor Class 17 (natural armor)
Hit Points 270 (20d10 + 160)

Speed 60 ft.
STR DEX CON INT WIS CHA
28 (+9) 18 (+4) 26 (+8) 24 (+7) 20 (+5) 26 (+8)

Saving Throws Constitution +15, Wisdom +12, Charisma +15

Skills Arcana +14, Deception +15, Insight +12, Intimidation +15,
Perception +12, Persuasion +15, Stealth +11

Damage Resistances cold; bludgeoning, piercing, and
slashing from nonmagical attacks that are not
silver

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 22

Languages Abyssal, Celestial, Common, Draconic, Goblin, Ignan,
Infernal, telepathy 100 ft.

Challenge 22 (41,000 XP)

Devil’s Sight. Magical darkness doesn’t impede Ammon’s darkvision.

Fear gaze. When a creature that can see Ammon’s eyes starts its turn
within 30 feet of him, Ammon can force it to make a DC 20 Wisdom
saving throw if Ammon isn’t incapacitated and can see the creature.
On a failure, the creature is frightened for one minute. Unless
surprised, a creature can avert its eyes to avoid the saving throw
at the start of its turn. If the creature does so, it can’t see Ammon
until the start of its next turn, when it can avert its eyes again. If
the creature looks at Ammon in the meantime, it must immediately
attempt the save. While averting its eyes, any attacks on Ammon are
done at disadvantage.

Innate Spellcasting. Ammon’s innate spellcasting ability is
Charisma (spell save DC 23, +15 to hit with spell attacks). It can
cast the following spells, requiring no material components:

At will: animate dead, bane, charm monster, detect evil and good,
detect thoughts, fireball, fly, geas, magic circle, polymorph,
suggestion, symbol, teleport, tongues, wall of ice

Legendary Resistance (3/day). If Ammon fails a saving throw, he
can choose to succeed instead.

Magic Resistance. Ammon has advantage on saving throws
against spells and other magical effects.

Magic Weapons. Ammon’s weapon attacks are magical.

Regeneration. Ammon regains 15 hit points at the start of his
turn. If Ammon takes damage from a silvered weapon, this trait
doesn’t function at the start of Ammon’s next turn. Ammon is
destroyed only if he starts his turn with 0 hit points and doesn’t
regenerate.

Multiattack. Ammon makes one Bite attack and two Mace attacks.

Bite. Melee Weapon Attack: +16 to hit, reach 5 ft., one target. Hit: 18
(2d8 + 9) piercing damage.

Mace. Melee Weapon Attack: +16 to hit, reach 10 ft., one target. Hit:
22 (2d12 + 9) bludgeoning damage plus 22 (5d8) thunder damage,
and the target must make a DC 23 Constitution saving throw, being
stunned until the end of its next turn and deafened for one hour on a
failure, or just stunned on a successful save.

LEGENDARY ACTIONS

Ammon can take three legendary actions, choosing from the options
below. Only one legendary action can be used at a time and only at
the end of another creature’s turn. Ammon regains spent legendary
actions at the start of his turn.

Swing Around. Ammon makes a Mace attack.

Thundersmash. Ammon strikes the ground with his mace. All creatures
within a 20-foot cube centered on Ammon must make a DC 24
Strength saving throw, taking 27 (6d8) thunder damage and being
pushed to the edge of the area of effect on a failure, or taking half as
much damage and not being pushed on a success.

Call the Hounds (costs 2 actions). Ammon summons 2d4 hell hounds to his
side to fight as his allies.

Fiendish Recovery (costs 2 actions). Ammon recovers 50 hit points and
ends one condition effecting him.
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DeviL, BAALZEBAL
(PRINCE OF STYGIA, LORD OF FLIES)

The carnival was a sad, gaudy affair, with fanciful tents and oddities I found
commonplace. Yet children were going missing in the villages through which this
caravan passed, and we were not going to let that go unchallenged. One dapper
carnival barker promised grand excitement beyond our reckoning, and Rohpor
paid the gold to enter the striped tent. We followed into the darkness, but my mind
was already screaming that something wasn't right. As my eyes adjusted, I heard
the buzzing and saw the thousands of black flies clinging to the tent’s fabric. The
barker followed us in, his silk robes flaring to release clear wings as his eyes bulged
outward in his changing features. He was now twice our size, his head rising into
the mass of swarming flies. — Sir Reddick Stenhill, knight of the vale

Baalzebal may take any form but is commonly encountered as a thin, 12-foot-
tall figure with four insect-like arms that end in long hairy fingers. He is mostly
bipedal, with translucent fly wings that fold down the back of rich silk robes that
hide his bloated abdomen. His crowned and horned head resembles a cross between
a human and fly with a thin cruel face punctuated by huge bulbous fly eyes, each of
which can see in 333 degrees.

Baalzebal is one of the original fallen. Known as the Lord of the Flies, Baalzebal
dwells in a fetid palace in the swamps of Stygia where his forces face the dual
threats of incursions by the minions of Tsathogga whose own realm feeds the river
Styx, and by the covetous intent of the other rulers of the Rings of Hell who seek
to overthrow him.

BAALZEBAL, PRINCE OF STYGIA, ARCH DEVIL
Large fiend (devil), lawful evil

Armor Class 21 (natural armor)
Hit Points 250 (20d10 + 140)
Speed 40 ft., fly 60 ft.

STR DEX CON INT WIS CHA
24 (+7) 28 (+9) 24 (+7) 28 (+9) 18 (+4) 26 (+8)

Saving Throws Constitution +14, Wisdom +11, Charisma +15

Skills Arcana +16, Deception +15, History +16, Insight +11,
Intimidation +15, Nature +16, Perception +16, Persuasion +15,
Religion +16, Stealth +16

Damage Resistances cold; bludgeoning, piercing, and slashing
from nonmagical attacks that are not silver

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 60 ft, passive Perception 26

Languages Abyssal, Common, Celestial, Draconic, Giant,
Infernal, Terran, telepathy 100 ft.

Challenge 22 (41,000 XP)

Devil’s Sight. Magical darkness doesn’t impede the devil’s
darkvision.

Gianter Insect. When Baalzebal casts giant insect, the
resulting insects are twice the size and have maximum hit
points.

Innate Spellcasting. Baalzebal’s innate spellcasting
ability is Charisma (spell save DC 23, +15 to hit with
spell attacks). He can cast the following spells,
requiring no material components:

At will: animate dead, bane, detect evil and good,
detect thoughts, dispel magic, giant insect,
hold monster, insect plague, invisibility, magic
circle, major image, teleport (self only), true
seeing, power word stun

1/day: power word kill

1/week: wish

Legendary Resistance (3/day). If Baalzebal fails
a saving throw, he can choose to succeed instead.

Magic Resistance. Baalzebal has advantage on
saving throws against spells and other magical
effects.

Regeneration. Baalzebal regains 15 hit points at the start of his
turn. If Baalzebal takes damage from a silvered weapon, this
trait doesn’t function at the start of Baalzebal’s next turn.
Baalzebal is destroyed only if he starts his turn with 0 hit
points and doesn’t regenerate.
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The Lord of Lies. The buzzing of Baalzebal sows discontent and
confusion to those who hear his voice. Baalzebal may cause any
creature within 30 feet who hears his voice to make a DC 19 Wisdom
saving throw, suffering one of the following effects on a failure:

Suggestion. Baalzebal makes suggestions that go against the better
judgment or best self-interest of the listener as per the spell
suggestion.

Confusion. Victims of his words become disoriented and confused as per
the spell confusion.

Murmuring Mirage. Baalzebal’s voice can change people’s perception
and cause them to see terrain and their location as something
different from what it actually is as per the spell hallucinatory
terrain.

AcCTIONS

Multiattack. Baalzebal makes one Rotting Touch attack and two
Vomit attacks.

Rotting Touch. Melee Weapon Attack: +14 to hit, reach 10 ft., one
target. Hit: 29 (4d10 + 7) necrotic damage and the creature must
succeed at a DC 22 Constitution saving throw or be cursed with fly
rot. While cursed with fly rot, the creature can’t regain hit points and
its hit point maximum decreases by 10 (3d6) for every 24 hours that
elapse. If the creature is reduced to 0 hit points by the fly rot, it dies
and its body turns to a swarm of flies. The curse lasts until removed
by the remove curse spell or other magic.

Vomit. Ranged Weapon Attack: +16 to hit, range 30/100 ft., one target.
Hit: 22 (2d12 + 9) acid damage.

Spew Flies (recharge 5-6). Baalzebal spews forth a cloud of biting

insects that fill a 60-foot cube. Each creature in the area
H\ must make a DC 22 Constitution saving throw,
=y

taking 28 (8d6) poison damage on a failure and
being blinded for one minute on a failure, or
half as much on a success and not being
blinded.

LEGENDARY ACTIONS

Baalzebal can take three
legendary actions, choosing
from the options below.

Only one legendary action

can be used at a time and

only at the end of another
creature’s turn. Baalzebal
regains spent legendary
actions at the start of his
turn.
Projectile Vomit. Baalzebal makes
a vomit attack.

Fly Vomit. Baalzebal attempts
to recharge and use his
spew flies breath weapon.

Swarms of Insects (costs 2 actions).
Baalzebal summons 1d4
\ insect swarms to appear within
60 feet of it.
{ Fiendish Recovery (costs 2 actions).
Baalzebal recovers 50 hit points
’J and ends one condition effecting it.
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DEeviL, BAAPHEL
(GranD Duke oF CovETOUs REGENT oF BELIAL)

Saxentry's Spring Festival was just getting under way when the old man led his
beaten-down horse and cart into the middle of the festivities. The drab wagon was
at odds with the festive colors and costumes, and was covered in a gray cloth even
shabbier than the horse that pulled the whole affair. The old man stopped in the
middle of the crowd and pulled the blanket away with a dramatic flourish. I don't
know what I expected to be inside, but a blackened brazier was far from it. The
brazier immediately became the center of attention as it exploded into a tower of
flames. From those flames, a dog-headed creature stepped forth. The old man stood
straight and addressed the crowd, “Behold, mortals! Baaphel graces you with his
presence!” People fled in all directions, the party forgotten. — Boyd Sammers,
survivor of the Spring Festival attack on Saxentry

Grand Duke Baaphel, the Lustful Hound, is a 10-foot-tall humanoid with the
head of a horned hell hound, a humanoid torso, hooved feet, and the wings of a bat.
He bears a wicked war scythe and is wreathed in hellfire. A forked crimson tails
snakes out behind the arch devil. Once a beautiful member of the choirs of angels,
Baaphel’s visage now reflects the bestial nature of his corruption.

Baaphel is a grand duke in the service of Belial and leads two legions of bearded
devils in battle for his lord. Baaphel is constantly scheming against the other dukes
in Belial’s service and takes every opportunity to discredit them in the eyes of their
lord. Baaphel yearns to rule an entire plane and is waiting anxiously until the time
comes that he can overthrow his lord. He makes his home in a storm-swept castle of
basalt and iron known as Evermore.

BAAPHEL, GRAND DUKE oF COVETOUS REGENT OF

BEeLIAL, ARcH DEvIL
Medium fiend (devil), lawful evil

Armor Class 17 (chainmail +1)
Hit Points 312 (25d8 + 200)
Speed 40 ft., fly 60 ft.

STR DEX CON INT WIS CHA
28 (+9) 16 (+3) 26 (+8) 24 (+7) 18 (+4) 26 (+8)

Saving Throws Constitution +15, Wisdom +11, Charisma +15

Skills Arcana +14, Acrobatics +10, Deception +15, Insight +11,
Intimidation +15, Perception +11, Persuasion +15, Stealth +10

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks that are not silver

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 21

Languages Abyssal, Common, Celestial, Draconic, Giant, Infernal,
Terran, telepathy 100 ft.

Challenge 22 (41,000 XP)

Devil’s Sight. Magical darkness doesn’t impede the devil’s darkvision.

Innate Spellcasting. Baaphel’s innate spellcasting ability is
Charisma (spell save DC 23, +15 to hit with spell attacks). He can
cast the following spells, requiring no material components:

At will: bane, charm monster, detect evil and good, dispel magic, fire
shield, invisibility, magic circle, suggestion, teleport (self only),
tongues

1/day each: flesh to stone, symbol

Legendary Resistance (3/day). If Baaphel fails a saving throw, he
can choose to succeed instead.

Magic Resistance. Baaphel has advantage on saving throws against
spells and other magical effects.

Magic Weapons. Baaphel’s weapon attacks are magical.

Regeneration. Baaphel regains 10 hit points at the
start of his turn. If Baaphel takes damage from
silvered weapon, this trait doesn’t function at the start of
Baaphel’s next turn. Baaphel is destroyed only if he starts his
turn with 0 hit points and doesn’t regenerate.

AcCTIONS

Multiattack. Baaphel makes one Hell Reaper attack and two Fear
Touch attacks.

Hell Reaper. Melee Weapon Attack: +16 to hit, reach 10 ft., one target.
Hit: 31 (4d10 + 9) slashing damage. Baaphel scores a critical hit with
Hell Reaper when he rolls a 19 or 20.

Fear Touch. Melee Weapon Attack: +16 to hit, reach 5 ft., one target.
Hit: 23 (4d6 + 9) psychic damage and the target must succeed on
a DC 19 Wisdom saving throw or be frightened of Baaphel for one
hour. A creature who saves against this effect is immune to it for 24
hours.

LEGENDARY ACTIONS

Baaphel can take three legendary actions, choosing from the options
below. Only one legendary action can be used at a time and only at
the end of another creature’s turn. Baaphel regains spent legendary
actions at the start of his turn.

Devil Touched. Baaphel makes a Fear Touch attack.

Reap the Souls. Baaphel makes two Hell Reaper attacks, scoring a
critical hit on an 18, 19, or 20.

Wing Buffet (costs 2 actions). Baaphel buffets the air with his wings to
create a 20-foot cone of powerful wind. All creatures caught in this
area must succeed at a DC 25 Strength check or be knocked prone
and pushed 15 feet away from Baaphel.

Fiendish Recovery (costs 2 actions). Baaphel recovers 50 hit points and
ends one condition affecting him.
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DEviL, BELIAL
(PRINCE oF CovEToOUS,
LorD oF LusTs)

The villagers shambled about in a dreamlike trance, their eyes unfocused, their
movements painstakingly slow. The only sign of activity was a small perfume
stand in the middle of town where a charismatic young man was selling his wares.
Residents who walked mindlessly up to him earned a private word as well as a
spritz of perfume. They stumbled away with a smile on their faces. Thorium stepped
in front of the next old woman in line, and got a face full of lilac perfume for his
trouble. The dwarf’s anger boiled over instantly, like a kettle exploding, and he
swung his mighty silver axe into the cart, toppling it in the street. The ruddy-skinned
salesman turned at the commotion, fiery horns growing out of his head as blackened
wings extended from his back. That’s when Thorium knew he was in trouble. —
Tempker “Battlefist” Ashenchisel of the dwarven legion investigating rumors of
villagers vanishing

Belial is a 10-foot-tall handsome humanoid with chalky skin and reddish-
brown hair and beard. Rams horns curling from his wide brow flicker with hellfire.
Charred wings sprout from the fiend’s back, revealing the last vestiges of his once
angelic form.

Belial is the most capricious and chaotic of the princes of darkness, leaving many
among the courts of Hell to wonder if he has not been fully corrupted by demonic
influences. Belial, more than others has made pacts with demons, and dark gods of
the Underworld. He is always on the hunt for portals that allow him greater time
and access to the mortal realms.

Belial’s lair of Pallus Lagnea is found in the storm-thundered Hell Ring of
Covetous where the lightning-wracked skies flock with harpies, night hags,
succubi, and erinyes. Belial’s legions throng with his many progeny, themselves
brutal combatants who use complex asymmetrical tactics to finish off foes who
often greatly outnumber them.

BELIAL, PRINCE oF CoveETous, LorD oF LusTs,

ARcH DEvIL
Medium fiend (devil), lawful evil

Armor Class 19 (natural armor)
Hit Points 276 (24d8 + 168)
Speed 40 ft., fly 60 ft.

STR DEX CON INT WIS CHA
24 (+7) 22 (+6) 24 (+7) 24 (+7) 18 (+4) 28 (+9)

Saving Throws Constitution +14, Wisdom +11, Charisma +16

Skills Arcana +14, Acrobatics +13, Deception +16, Insight +11,
Intimidation +16, Perception +11, Persuasion +16, Stealth +13

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks that are not silver

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 21

Languages Abyssal, Common, Celestial, Elven, Dwarven, Draconic,
Halfling, Giant, Gnome, Goblin, Infernal, Orc, telepathy 100 ft.

Challenge 22 (41,000 XP)
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Charming Devil. Belial has a way with words, which he infuses with
his own Hellish pheromones. At the start of his turn, Belial chooses
one of the following effects:

Indecent Proposal. All who can hear Belial and are within 30 feet must
succeed on a DC 25 Wisdom saving throw or suffer the effects of the
spell suggestion.

Maleficent Mesmerism. Belial suggestive charms and animal
magnetism leave his listeners enrapt in his words so that they are
unable to move save to gape at his animal magnetism. All who can
see Belial and are within 30 feet must succeed on a DC 25 Wisdom
saving throw or become incapacitated until the end of their next
turn.

Devil’s Sight. Magical darkness doesn’t impede the devil’s darkvision.

Legendary Resistance (3/day). If Belial fails a saving throw, he can
choose to succeed instead.

Magic Resistance. Belial has advantage on saving throws against
spells and other magical effects.

Magic Weapons. Belial’s weapon attacks are magical.

Regeneration. Belial regains 10 hit points at the start of his turn.

If Belial takes damage from a silvered weapon, this trait doesn’t
function at the start of Belial’s next turn. Belial is destroyed only if
he starts his turn with 0 hit points and doesn’t regenerate.

Innate Spellcasting. Belial’s innate spellcasting ability is Charisma
(spell save DC 24, +16 to hit with spell attacks). He can cast the
following spells, requiring no material components:

At will: bane, dispel magic, detect evil and good, detect magic, detect
thoughts, dominate beast, dominate monster; enthrall, hold monster,
hold person, magic circle, modify memory, suggestion, teleport (self
only)

1/day: antipathy/sympathy, mass suggestion

1/week wish

AcTIONS

DeviL, CAASIMOLAR
(ForRMER PRESIDENT OF HELL)

Multiattack. Belial makes one Fork of Suffering attack and two
Corrupting Touch attacks.

Fork of Suffering. Melee Weapon Attack: +14 to hit, reach 10 ft.,
one target. Hit: 25 (4d8 + 7) piercing damage and the target must
succeed on a DC 21 Constitution saving throw or suffer an additional
7 (2d6) necrotic damage at the start of each of its turns. The target
creature may attempt the save after suffering the additional
damage, ending the effect with a successful save. The effect ends if
the target creature is the recipient of healing magic.

Corrupting Touch. Melee Weapon Attack: +14 to hit, reach 5 ft., one
target. Hit: 20 (3d8 + 7) psychic damage and the target must succeed
on a DC 24 Wisdom saving throw or become charmed by Belial for
one minute.

LEGENDARY ACTIONS

Belial can take three legendary actions, choosing from the options
below. Only one legendary action can be used at a time and only at
the end of another creature’s turn. Belial regains spent legendary
actions at the start of his turn.

Spear Thrust. Belial makes a Fork of Suffering attack.

Hordes of Admirers. Belial summons 2d6 commoners he has corrupted
on the mortal planes and brings them to his palace for his own
amusement, causing them to appear within 30 feet of Belial. They
are useless in battle but provide a convenient distraction and slow
attackers.

Wing Buffet (costs 2 actions). Belial buffets the air with his wings to
create a 20-foot cone of powerful wind. All creatures caught in this
area must succeed at a DC 25 Strength check or be knocked prone
and pushed 15 feet away from Belial.

Fiendish Recovery (costs 2 actions). Belial recovers 50 hit points and ends
one condition affecting him.

TOME OF
HORRORS

A small hut sat among the dead trees, a thin line of gray smoke rising from
its stone chimney. Windchimes carved from animal bones clattered and creaked
in the weak breeze as two starving goats grazed on the sparse grasses. An elderly
man with a long gray beard sat on a porch swing and watched us approach. His
wrinkled scalp was burned by the sun. “Look here, lads! Visitors! What could they
want?” He addressed the goats when he spoke. Gase Crabtree didn't listen. He
stormed the porch and walked right into the man's home, but came out a moment
later. “Wheres the blasted ale?” The old man made a tsk, tsk sound and swung his
walking stick right into Gase's ribs. The arrogant warrior was knocked backward
into the dwelling and never came out again. We had other things to worry about,
though, as the “goats” transformed into ravenous demons. — Tienna Moonmoth,
elf enchantress of the Green Realm

Caasimolar appears as a bald, wizened old man with a reddish-gray beard and
the blackened wings of one of the original fallen. Dressed in robes of gold and
scarlet, he bears a ruby-tipped iron rod covered in wicked thorns that is known as
“The Rule of Law.” Caasimolar serves as chief councilor, advisor, and regent to his
lord, the Lightbringer.

Caasimolar was once second-in-command of all of the legions of Hell,
answering directly to the Lightbringer during his volatile reign as ruler of the
nine Rings of Hell. In his role as president, Caasimolar oversaw the congress
of devils and used his guile to negotiate terms between the factions of the
fallen until the Second Schism that resulted in the current state of civil war
between the rival princes.
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CAASIMOLAR,
ForMER PRESIDENT oF HELL,

ARCH DEvIL
Medium fiend (devil), lawful evil

Armor Class 22 (natural armor)
Hit Points 337 (25d8 + 225)

Speed 50 ft.
STR DEX CON INT WIS CHA
28 (+9) 28 (+9) 28 (+9) 30 (+10) 30 (+10) 30 (+10)

Saving Throws Constitution +16, Wisdom +17, Intelligence +17,
Charisma +17
Skills Arcana +17, Deception +17, Insight +17, Intimidation +17,
History +17, Religion +17, Perception +17, Persuasion +17
Damage Resistances cold; bludgeoning, piercing, and
slashing from nonmagical attacks that are not silver
Damage Immunities fire, poison
Condition Immunities poisoned
Senses darkvision 60 ft., passive Perception 27
Languages Abyssal, Common, Celestial, Demonic,
Draconic, Infernal, telepathy 100 ft.
Challenge 24 (62,000 XP)

Devil’s Sight. Magical darkness doesn’t impede the devil’'s

darkvision.

Innate Spellcasting. Caasimolar’s innate spellcasting ability is

Charisma (spell save DC 25, +17 to hit with spell attacks). He can
cast the following spells, requiring no material components:
At will: animate dead, cone of cold, detect evil and good, detect
magic, detect thoughts, dispel magic, invisibility, magic circle,

polymorph, teleport (self only), tongues, true seeing

3/day: wall of ice

1/day each: lightning bolt, power word kill

Legendary Resistance (3/day). If Caasimolar fails a saving throw, he
can choose to succeed instead.

Magic Resistance. Cassimolar has advantage on saving throws
against spells and other magical effects.

Magic Weapons. Caasimolar’s weapon attacks are magical.

Regeneration. Caasimolar regains 10 hit points at the start of his
turn. If Caasimolar takes damage from a silvered weapon, this trait
doesn’t function at the start of Caasimolar’s next turn. Caasimolar
is destroyed only if he starts his turn with 0 hit points and doesn’t
regenerate.

AcTIONS

Multiattack. Caasimolar makes three Iron Rule of Law attacks.

Iron Rule of Law. Melee Weapon Attack: +16 to hit, reach 10 ft., one
target. Hit: 35 (4d12 + 9) bludgeoning damage and the target must
make a DC 26 Constitution save. The target dies on a failure while
on a success it takes 27 (5d10) psychic damage.

Contractual Obligations. Caasimolar carries a copy of the Doctrines
of Hell, a legal tome that he may use to write contracts. The
contracts allow him to cast geas or symbol once per day.

LEGENDARY ACTIONS

Caasimolar can take three legendary actions, choosing from the options
below. Only one legendary action can be used at a time and only
at the end of another creature’s turn. Caasimolar regains spent
legendary actions at the start of his turn.

Hammer of the Law. Caasimolar makes an Iron Rule of Law attack.

Halt in the Name of the Law. Caasimolar targets one creature who must
succeed at a DC 27 Wisdom saving throw or become incapacitated
until the end of its next turn.

Signed in Blood (costs 2 actions). All creatures within 30 feet of
Caasimolar must make a DC 27 Wisdom saving throw. On a
failure, the creature is subject to Caasimolar’s will as per the spell
suggestion on a failure, while on a success the creature takes 17
(5d6) psychic damage.

Fiendish Recovery (costs 2 actions). Caasimolar recovers 50 hit points and
ends one condition affecting him.

TOME OF
HORRORS
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DEeviL, GorsON
(BLoob DUKE oF APLISTIA)

The rock wall collapsed on Aylmer, burying the paladin under tons of heavy
boulders. Voyce scrambled over the stones, determined to pull the warrior from
the rubble, but he barely made it to the top of the pile before dozens of spears
launched from hidden holes in the walls. Three spears impaled the thief, and he
collapsed atop the rock pile. At that moment, a glowing portal opened on the wall
and a large cat leaped forth. Only it had a muscular upper body like a centaur with
a head like a lion. The thing sliced Voyce apart with one swipe of its battleaxe. —
Lodwicke Greene, seeking magical protection to hide him from something known
as “Gorson”

Gorson is a centaur with the muscular body of a great cat and the head of a goat-
horned lion. It has the torso of a beast man and a bifurcated devil’s tail sprouts from
his rump. Gorson is a vicious combatant who favors disemboweling his foes. The
beastly Gorson serves as a bodyguard to the greedy Mammon and is never far from
the Miser’s side. Despite his ferocity, Gorson has a keen intellect and is a clever
military strategist who often places traps for his foes to injure them before he moves
in for the kill.

GorsoN, BLoob Duke oF APLISTIA, ARCH DEvIL
Large fiend (devil), lawful evil

Armor Class 22 (natural armor)
Hit Points 391 (27d10 + 243)

Devil’s Sight. Magical darkness doesn’t impede the devil’s darkvision.

Innate Spellcasting. Gorson’s innate spellcasting ability is Charisma
(spell save DC 20, +12 to hit with spell attacks). He can cast the
following spells, requiring no material components:

At will: animate dead, bane, charm monster, detect evil and good, detect
magic, detect thoughts, dispel magic, lightning bolt, magic circle, see
invisibility, suggestion, teleport (self), tongues, wall of fire

1/day: symbol

Legendary Resistance (3/day). If Gorson fails a saving throw, he can
choose to succeed instead.

Magic Resistance. Gorson has advantage on saving throws against
spells and other magical effects.

Magic Weapons. Gorson’s weapon attacks are magical.

Regeneration. Gorson regains 10 hit points at the start of his turn.

If Gorson takes damage from a silvered weapon, this trait doesn’t
function at the start of Gorson’s next turn. Gorson is destroyed only
if he starts his turn with 0 hit points and doesn’t regenerate.

AcCTIONS

Multiattack. Gorson makes one Battleaxe attack and two Claw
attacks.

Battleaxe. Melee Weapon Attack: +17 to hit, reach 5 ft., one target. Hit:
23 (2d12 + 10) slashing damage plus 17 (5d6) necrotic damage.

Claw. Melee Weapon Attack: +17 to hit, reach 5 ft., one target. Hit: 19
(2d8 + 10) slashing damage.

LEGENDARY ACTIONS

Speed 50 ft.
STR DEX CON INT WIS CHA
30 (+10) 28 (+9) 28 (+9) 20 (+5) 20 (+5) 20 (+5)

Saving Throws Constitution +16, Wisdom +12, Charisma +12

Skills Deception +12, Insight +12, Intimidation +12, Perception +12,
Persuasion +12, Stealth +16

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks that are not silver

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 22

Languages Abyssal, Celestial, Common, Draconic, Goblin, Ignan,
Infernal, telepathy 100 ft.

Challenge 22 (41,000 XP)

Gorson can take three legendary actions, choosing from the options
below. Only one legendary action can be used at a time and only at
the end of another creature’s turn. Gorson regains spent legendary
actions at the start of his turn.

No Pity. Gorson makes a Battleaxe attack.

Pounce and Rake. Gorson moves up to 50 feet and makes two Claw
attacks with advantage.

Roar (costs 2 actions). Gorson lets loose a massive leonine roar. All
creatures within a 30-foot cone originating from Gorson must make
a DC 25 Constitution saving throw, taking 36 (8d8) thunder damage
on a failure, or half as much on a success.

Fiendish Recovery (costs 2 actions). Gorson recovers 50 hit points and ends
one condition affecting him.
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DEviL, THE LIGHTBRINGER
(PRINCE oF DARKNESS, PRINCE OF INFERNUS)

A fiery globe encased our ship as we sailed the Reaping Sea, a ball of flame so
massive it encompassed our sails and masts with room to spare. Some of the sailors
flung themselves over the Emerald Siren’s rail, only to shriek as they were boiled
alive in the steaming water trapped in the globe beneath us. They were the lucky
ones. With a flash, the globe shrank, and while we felt the heat, it didn't burn us.
Would that it had! When our eyes cleared, we found an impossible spiraling road
lined with fiery shrines and temples rising above the ship. The Emerald Siren sat in
the middle of this road, her hull shattered. She’d never sail again. A massive being
on a massive malachite throne regarded us with a burning stare. His voice boomed
when he spoke, “Greetings, mortals. I've grown bored. Your way home lies above.
Let the game begin.” — Raylon Cuthberry, ship's mage and one of six members of
the Emerald Siren’s crew fo return home after going missing for three years

The Lightbringer is always the tallest and most perfect thing in the room. He
most often reveals himself as a beautiful angelic form with golden hair, pale skin,
and a handsome face. All of this is belied by
the curving horns that sprout from his broad —
brow. Wooly goat legs and hooved feet hide |
beneath crisp white robes whose hems are
stained in blood. Charred-black, lice-infested
wings sprout from the Lightbringer’s back.
He sometimes assumes a different form,
one that is still handsome, but with reddish
skin and a gaze of raw hellfire and hatred, all
encased in spiked black armor.

If any of the Rings of Hell resemble a
mortal’s ideal of Hell, it is the Pit of Infernus
where the Lightbringer bides his time and
makes his plots. Infernus, his Ring of Hell,
is a dark reflection of his most painful
memories of the High Heavens and is dotted
with temples, basilicas, and shrines that are
all dedicated to his own worship. They are
places of fire, blood, and torment where
the damned are tortured. These burning
structures line a great spiral road that
descends into the great pit where his palace
Malefacta stands. The Lightbringer often
broods upon his throne and plots revenge
against the rulers of the other Rings of Hell
for past betrayals.

The Lightbringer frequently bears the
burning sword Phosphorus and can call it
to his fist from any dimension at will. In his
other hand, he bears the ever-bleeding Fork
of Infernus which has slain devils, demons,
and angels alike.

THE LIGHTBRINGER, PRINCE
ofF DARKNESS,

PRINCE oF INFERNUS, ARCH DEVIL
Large fiend (devil), lawful evil

Armor Class 22 (natural armor)
Hit Points 405 (30d10 + 240)
Speed 40 ft., 60 ft.

STR DEX CON INT WIS CHA
28 (+9) 28 (+9) 28(+9)  30(+10)  28(+9)  30(+10)

Saving Throws Strength +17, Dexterity +17, Constitution +17,
Intelligence +18, Wisdom +17, Charisma +18

Skills Arcana +18, Deception +18, History +18, Insight +17,
Intimidation +18, Nature +18, Perception +17, Persuasion +18,
Religion +18, Stealth +17

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks that are not silver

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 27

Languages Abyssal, Celestial, Common, Dwarvish, Elven, Halfling,
Giant, Gnomish, Goblin, Ignan, Infernal, Terran, telepathy 100 ft.

Challenge 28 (120,000 XP)

Devil’s Sight. Magical darkness doesn’t impede the devil’s darkvision.

Innate Spellcasting. The Lightbringer’s innate spellcasting ability
is Charisma (spell save DC 25, +17 to hit with spell attacks). He can
cast the following spells, requiring no material components:

At will: altar self, animate dead, bane, detect evil and good, detect
magic, detect thoughts, fireball, invisibility, magic circle, teleport (self
only), tongues, true seeing, wall of fire, witch bolt, zone of truth

3/day each: dispel evil and good, raise dead, power word kill

1/day: wish

Legendary Resistance (3/day). If the Lightbringer fails a saving
throw, he can choose to succeed instead.

Magic Resistance. The Lightbringer has advantage on saving throws
against spells and other magical effects.

Magic Weapons. The Lightbringer’s weapon attacks are magical.

Regeneration. The Lightbringer regains 10 hit points at the start of
its turn. If the Lightbringer takes damage from a silvered weapon,
this trait doesn’t function at the start of the Lightbringer’s next turn.
The Lightbringer is destroyed only if he starts his turn with 0 hit

points and doesn’t regenerate.

AcTIONS

Multiattack. The Lightbringer makes
one Fork of Infernus attack and two
Phosphorous attacks.

Fork of Infernus. Melee or Ranged Weapon
Attack: +17 to hit, reach 10 ft. or range
100/400 ft., one target. Hit: 24 (3d10 + 8)
piercing damage plus 36 (8d8) necrotic
damage. If the target is a celestial,
elemental, or fiend it must succeed on a
DC 27 Constitution saving throw or be
paralyzed. If the Fork of Infernus is thrown,
it returns to the Lightbringer’s hand at the
end of his turn.

Phosphorous. Melee Weapon Attack: +17 to
hit, reach 5 ft., one target. Hit: 19 (2d10 + 8)
slashing damage plus 36 (8d8) fire damage
and the target is set on fire. A creature set
on fire by Phosphorous suffers 18 (4d8) fire
damage at the start of its turn and may
use its action to put the fire out. A creature
reduced to 0 hit points by Phosphorous is
slain and its soul consumed by the fire.

LEGENDARY ACTIONS

The Lightbringer can take three legendary
actions, choosing from the options below.
Only one legendary action can be used
at a time and only at the end of another
creature’s turn. The Lightbringer regains
spent legendary actions at the start of his
turn.

Impale. The Lightbringer makes a Fork of Infernus attack.

Devilish Growth. The Lightbringer grows one size category, gaining 32
hit points and increasing the damage of his melee attacks by +10.

Wing Buffet (costs 2 actions). The Lightbringer buffets the air with his
wings to create a 20-foot cone of powerful wind. All creatures caught
in this area must succeed at a DC 25 Strength check or be knocked
prone and pushed 15 feet away from the Lightbringer.

Fiendish Recovery (costs 2 actions). The Lightbringer recovers 50 hit
points and ends one condition affecting it.

LAIR ACTIONS

On initiative count 20 (losing initiative ties), the Lightbringer takes a
lair action from one of the following effects; the Lightbringer can’t
use the same effects two rounds in a row:

e All creatures within sight of the Lightbringer must succeed at a DC
25 Wisdom saving throw or fall under the sway of the Lightbringer as
if they are under the effect of a dominate beast, dominate monster, or
dominate person spell, as appropriate.

» The Lightbringer tempts his prey with conditional wishes. All creatures
within sight of the Lightbringer must succeed at a DC 25 Wisdom saving
throw or accept one of these conditional wishes. These wishes must be
spoken completely perfectly to take effect. Failure to do so may result
in instantaneous and utter damnation and loss of soul of the wish taker.
Regardless, the soul of anyone accepting wishes from the Lightbringer
is forfeit upon their natural (or unnatural) terrestrial demise.

e The Lightbringer summons 1d4 pit fiends to his side or summons one of
his lieutenants such as Xaphan or Caasimolar.

TOME OF
HORRORS

85



DeviL, LiLLiTH
(ForRMER QUEEN oF HELL)

We found the basalt tower in the peaks of the Blackrock Mountains west of
Malan. It appeared to have settled there, as it didn t match the rest of the mountains
around it. The cultists we’d been following led us right to the only massive iron
door into the structure. They still had the kids they’d taken from Malan with them.
Looking up the rock pinnacle, sharp-eyed Gurd spotted the woman lounging on
red cushions and looking down at all of us with an air of unconcern. She gave a
fippant wave of her hand and ghostly spirits flew out toward us. — Aomos Jenns,
Foerdewaith hero of Malan

Lilith is an insanely comely female standing just under six feet tall and weighing
roughly 130 pounds. Her skin is cinnamon colored, and her hair is waist length and
blood red. Her eyes are a sparkling emerald green. Her hands end in claws, and
underneath her thick hair she hides two tiny dark black horns. She has a small pair
of leathery black bat-like wings that she can fold against her back and hide under
her robes at a moment’s notice should the need for such deception arise.

Lillith was one of the original fallen and was once a powerful archangel who
took great interest in the doings of mortals, especially primeval mortal males.
Lillith allied with the Lightbringer during his revolution when she discovered that
the gods were gathering the Watchers and imprisoning them in the Pits of Tartarus
as punishment for their interactions with mortals.

She was also one of the original conspirators that cast the Lightbringer from
the Throne of Hell which she took up briefly. She in turn was quickly overthrown
in a second coup. Unfortunately for Lillith, her many betrayals mean that none
of the other fallen trust her any longer. In spite of this, none can deny her great
power. She keeps a heart-shaped fortress in the battle plains of Gehenna, which
is guarded by six legions of horned devils, each of which is commanded by a pit
fiend. She spends the majority of her time crossing into the mortal planes to tempt
paladins and holy priests to damnation. She drags their souls back to her fortress
for eternal punishment or presses them into service as fodder for her legions. She
has a personal contingent of death knights, each of whom was once a lover that she
seduced from the path of righteousness and good by her charms and machinations.

LiLiTH, ForMER QUEEN oF HELL, ArRcH DEVIL
Medium fiend (devil), lawful evil

Armor Class 22 (natural armor)
Hit Points 297 (22d8 + 198)
Speed 40 ft., fly 60 ft.

STR DEX CON INT WIS CHA
28 (+9) 28 (+9) 28(+9)  30(+10)  30(+10)  30(+10)

Saving Throws Constitution +16, Wisdom +17, Intelligence +17,
Charisma +17

Skills Arcana +17, Deception +17, Insight +17, Intimidation +17,
History +17, Religion +17, Perception +17, Persuasion +17

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks that are not silver

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 27

Languages Abyssal, Common, Celestial, Infernal, Terran, telepathy
100 ft.

Challenge 24 (62,000 XP)

Devil’s Sight. Magical darkness doesn’t impede the devil’s darkvision.

Innate Spellcasting. Lillith’s innate spellcasting ability is Charisma
(spell save DC 25, +17 to hit with spell attacks). She can cast the
following spells, requiring no material components:

At will: alter self, animate dead, bane, detect evil and good, detect
magic, detect thoughts, dispel magic, dominate monster, fireball, hold
person, invisibility, magic circle, see invisibly, suggestion, true seeing,
teleport (self only)

3/day: lightning bolt, wall of fire

1/day: power word kill

1/week: wish

Legendary Resistance (3/day). If Lilith fails a saving throw, she can
choose to succeed instead.

Magic Resistance. Lilith has advantage on saving throws against
spells and other magical effects.

Magic Weapons. Lilith’s weapon attacks are magical.

Regeneration. Lillith regains 10 hit points at the start of her turn.

If Lillith takes damage from a silvered weapon, this trait doesn’t
function at the start of Lillith’s next turn. Lillith is destroyed only if
she starts her turn with 0 hit points and doesn’t regenerate.
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Simple Art of Seduction. Like others of the Infernal Court, Lillith
uses her intellect and her charms to trick victims into succumbing to
her wiles. At the start of her turn, Lillith chooses one of the following
effects:

Indecent Proposal. Any creature who can hear Lillith and is within 30
feet must succeed on a DC 25 Wisdom saving throw or suffer the
effects of a suggestion spell.

Maleficent Mesmerism. Lillith’s suggestive charms and animal
magnetism leave her listeners enrapt in her words so that they are
unable to move save to gape at her animal magnetism. All who can
see Lillith and are within 30 feet must succeed on a DC 25 Wisdom
saving throw or become incapacitated until the end of their next
turn.

AcTIONS

Multiattack. The creature makes one Lillith’s Kiss attack and two
Amaheuris attacks.

Amaheuris. Melee Weapon Attack: +16 to hit, reach 5 ft., one target.
Hit: 18 (2d8 + 9) slashing damage and the target must make a DC 24
Constitution saving throw, suffering 18 (4d8) necrotic damage on a
failure, or half as much on a success.

Lillith’s Kiss. Melee Weapon Attack: +16 to hit, reach 5 ft., one target.
Hit: 41 (5d12 + 9) necrotic damage and the target must make a DC
25 Wisdom saving throw or become charmed by Lillith until the end
of their next turn.

LEGENDARY ACTIONS

Lillith can take three legendary actions, choosing from the options
below. Only one legendary action can be used at a time and only at
the end of another creature’s turn. Lillith regains spent legendary
actions at the start of her turn.

Kiss and Spell. Lillith makes a Lillith’s Kiss attack and casts a spell.
Lure (costs 2 actions). One creature that Lillith can see and that can see her must
succeed on a DC 25 Wisdom saving throw or use its reaction to move its full

speed in a direction Lillith desires.

Wing Buffet (costs 2 actions). Lillith buffets the air with her wings to
create a 20-foot cone of powerful wind. All creatures caught in this
area must succeed at a DC 25 Strength check or be knocked prone
and pushed 15 feet away from Lillith.

Fiendish Recovery (costs 2 actions). Lillith recovers 50 hit points and ends
one condition affecting her. y
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DEeviL, MAMMON
(THE MiIsER, PRINCE OF APLISTIA)

1 can't get rid of them, ye understand? I've tried. I give them away, I throw them
in the wells. Merchants throw me out when I offer them. But the coins always come
back. I've been miserable since I took the bag from that old beggar. He didn t need
them, ye understand? He was dressed in rags and looked so poor. I had to have
them! He even smiled when I snatched them up and ran! He knew, I'm telling ye.
Look at my hands! See the silver under my skin? I bleed that silver now. It's makin’
me sick. So sick. It’s the coins. They always come back and I always get sicker. 1
wish I could find that old man. He’d take them back. — Colson Foxe, confessing
his crimes the day before he vanished from a locked room, leaving behind a bag of
coins with his screaming likeness minted on them

Standing over 15 feet tall, Mammon is a thin, twisted fiend with the visage of
a mad beggar who is dressed in filthy, stinking rags that were once the finery of
a merchant lord or king. His filthy feet are stuffed into broken sandals or boots
whose tops are worn so that gnarled toes show through. Charred wings billow with
sulfurous ash as they flutter and twitch nervously upon the creature’s back. The
Miser’s horns have been forcibly cut from his brow so that only smoldering stumps
remain. Despite his otherwise impoverished appearance, the fiend’s neck drips with
gaudy jewelry of thick gold and platinum chains. Rings that are set with obviously
flawed yet shiny gemstones flash upon filthy, clawed fingers that clutch a bag of
red-hot coins to his breast.

Mammon rules the ring of Aplistia where he resides within a massive fortress-
like bank made of bronze and antimony. He spends his time counting soul ingots
and developing schemes for tempting mortals to greed so that he may collect more
souls than his adversaries in the other eight Rings of Hell. Since tempting mortals
to greed is quite easy, Mammon has become quite lazy in his workings. Despite this,
he is still a horrifying figure and powerful ruler who hoards vast collections of souls
within his basalt vaults.

The forges of his palace ring constantly with the work of his amiamons who
pound worthless souls of the greedy into the coins of Hell, just as the worshippers of
the Sultan of Brass do in the City of Brass. The Ring of Aplistia is exceedingly hot.
It is made up of mountains of searing-hot bronze, lakes and rivers of molten copper,
and vast sulfuric deserts. It is a blasted landscape littered with the ghostly remains
of destroyed mortal cities plundered for their wealth.

MammoN, THE Miser, PRINCE OF APLISTIA,

ArcH DEvIL
Huge fiend (devil), lawful evil

Armor Class 18 (natural armor)
Hit Points 364 (27d12 + 189)
Speed 30 ft.

STR DEX CON INT WIS CHA
24 (+7) 22 (+6) 24 (+7) 24 (+7) 18 (+4) 28 (+9)

Saving Throws Constitution +14, Wisdom +11, Charisma +16

Skills Arcana +14, Acrobatics +13, Deception +16, Insight +11,
Intimidation +16, Perception +11, Persuasion +16, Stealth +13

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks that are not silver

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 21

Languages Abyssal, Celestial, Common, Dwarvish, Elven, Halfling,
Giant, Gnomish, Goblin, Ignan, Infernal, Terran, telepathy 100 ft.

Challenge 22 (41,000 XP)

Devil’s Sight. Magical darkness doesn’t impede the devil’s darkvision.

Innate Spellcasting. Mammon’s innate spellcasting ability is
Charisma (spell save DC 24, +16 to hit with spell attacks). He can
cast the following spells, requiring no material components:

At will: animate dead, cone of cold, detect evil and good, detect magic,
detect thoughts, dispel magic, invisibility, magic circle, polymorph,
teleport (self only), tongues, true seeing

3/day: wall of fire

1/day each: fire ball, power word kill

Legendary Resistance (3/day). If Mammon fails a saving throw, he
can choose to succeed instead.

Magic Resistance. Mammon has advantage on saving throws against
spells and other magical effects.

Magic Weapons. Mammon’s weapon attacks are magical.

Regeneration. Mammon regains 10 hit points at the start of his turn.
If Mammon takes damage from a silvered weapon, this trait doesn’t
function at the start of Mammon’s next turn. Mammon is destroyed
only if he starts his turn with 0 hit points and doesn’t regenerate.
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AcCTIONS

Multiattack. Mammon makes one Withering Touch attack and two
Red-Hot Coin attacks.

Withering Touch. Melee Weapon Attack: +14 to hit, reach 5 ft., one
target. Hit: 20 (2d12 + 7) slashing damage and the target must
make a DC 22 Constitution saving throw. The target takes 36 (8d8)
necrotic damage and has a random limb rendered useless for 24
hours on a failure, or half as much damage and no withered body
part on a successful save.

RanDoM WITHERED LiMB PART
1d4 Body Part Effect

1 Left Leg Halve speed
2 Right Leg Halve speed
3 Right Arm Drops anything in that arm, and arm is useless
4 Left Arm Drops anything in that arm, and arm is useless

Red-Hot Coin. Ranged Weapon Attack: +13 to hit, range 50/200 ft., one
target. Hit: 13 (2d6 + 6) fire damage and the target must succeed on
a DC 24 Wisdom saving throw or spend its next turn digging the coin
out of its flesh. The creature is stunned until the end of its next turn,
unable to do much else but chase down the burning coin. Digging the
coin out causes 14 (4d6) slashing damage.

Avalanche of Greed (recharge 5-6). Mammon spills a wave of red-
hot coins from his bag in a 30-foot cone. All creatures caught in the
area must make a DC 21 Dexterity saving throw, suffering 45 (10d8)
bludgeoning damage and 14 (4d6) fire damage on a failure, or half as
much on a success.

LEGENDARY ACTIONS

Mammon can take three legendary actions, choosing from the options
below. Only one legendary action can be used at a time and only
at the end of another creature’s turn. Mammon regains
spent legendary actions at the start of
his turn.

One for You and Three for Me. Mammon
makes a Red-Hot Coin attack.

You Get Damned Coins, and You Get
Damned Coins. Mammon recharges
his Avalanche of Greed and uses
it.

Insatiable Greed (costs 2 actions).
Mammon can instill his own
wretched greed upon others by tossing
a handful of his hellish coins into the
midst of his enemies. Anyone within a 30-
foot cube centered on Mammon must make
a successful DC 24 Charisma saving throw
or be overwhelmed with desire to possess
his hellish coins, stopping at nothing to
possess them, including slaying friend and
family alike for their ownership.

Fiendish Recovery (costs 2 actions). Mammon
recovers 50 hit points and ends one
condition affecting him.




DEeviL, MoLocH

AcCTIONS

QOur horses were already tired when we spotted the contraption rolling across the
plains of Reme. It was as big as a building and bounced along on two great rollers
that flattened anything before it. The sides were covered in spikes that held the
still-writhing bodies of the last Rheman village it had rolled over. Riding on a seat
at the front was a devilish being more than twice my height. I saw blue eyes turn in
our direction, and it raised a metal whip in salute. Then the vehicle turned in our
direction. We pushed our horses harder. There was no turning back. — Achak Alo
of the Thunder Riders Loreclan

Moloch is a 15-foot-tall, thick-necked brute with curving black horns protruding
from a squat, wide-mouthed head with glowing ice blue eyes and needle-like teeth.
The beast has reddish-brown flesh wreathed in gold and red robes made of silk and
satin. The fiend bears a six-flanged metal scourge that crackles with raw electricity.

Moloch leads a secret insurrection in the heart of Stygia against his master
Baalzebul. As far as Baalzebal knows, Moloch is a loyal lieutenant and seneschal
of his courts who bravely fights to defend Stygia against incursions. But Moloch is
ever alert for opportunities to lower Baalzebul’s status among the various rulers of
the Rings of Hell.

Moloch is known to grant favors to warlocks, assassins, clerics, and wizards who
venerate a secret cult known as the Knights of Moloch. The Knights of Moloch
are known to spread disinformation and commit murders designed to destabilize
governments and topple religious institutions.

MoLocH, ArRcH DEeviL
Large fiend (devil), lawful evil

Armor Class 24 (natural armor)
Hit Points 319 (22d10 + 192)
Speed 50 ft.

STR DEX CON INT WIS CHA
30 (+10) 28 (+9) 28 (+9) 20 (+5) 20 (+5) 20 (+5)

Saving Throws Constitution +16, Wisdom +12, Charisma +12

Skills Deception +12, Insight +12, Intimidation +12, Perception +12,
Persuasion +12, Stealth +16

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks that are not silver

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 22

Languages Abyssal, Celestial, Common, Draconic, Giant, Goblin,
Infernal, Undercommon, telepathy 100 ft.

Challenge 22 (41,000 XP)

Devil’s Sight. Magical darkness doesn’t impede the devil’s darkvision.

Innate Spellcasting. Moloch’s innate spellcasting ability is Charisma
(spell save DC 20, +12 to hit with spell attacks). He can cast the
following spells, requiring no material components:

At will: animate dead, bane, detect evil and good, detect magic, detect
thoughts, dispel magic, hold person, invisibility, magic circle, see
invisibly, suggestion, true seeing, teleport (self only)

3/day each: lightning bolt, wall of fire

1/day: flame strike, symbol

Legendary Resistance (3/day). If Moloch fails a saving throw, he can
choose to succeed instead.

Magic Resistance. The devil has advantage on saving throws against
spells and other magical effects.

Magic Weapons. Moloch’s weapon attacks are magical.

Regeneration. Moloch regains 10 hit points at the start of its turn.

If Moloch takes damage from a silvered weapon, this trait doesn’t
function at the start of Moloch’s next turn. Moloch is destroyed only
if he starts his turn with 0 hit points and doesn’t regenerate.
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Multiattack. Moloch makes one Kraken’s Bite attack and two Claw
attacks.

Kraken’s Bite. Melee Weapon Attack: +17 to hit, reach 15 ft., two
targets. Hit: 26 (3d10 + 10) slashing damage and the targets are
restrained (escape DC 26). Kraken’s Bite is a whip with six tails and
can restrain only six creatures.

Claws. Melee Weapon Attack: +17 to hit, reach 10 ft., one target. Hit:
36 (4d12 + 10) slashing damage.

Cone of Cold and Fear (recharge 4-6). Moloch breathes a 30-foot
cone of frigid air filled with the shrieking voices of the damned. Each
creature in the area must make a DC 24 Constitution saving throw,
taking 45 (10d8) cold damage and being frightened until the end of
their next turn on a failure, or half as much damage and not being
frightened on a success.

LEGENDARY ACTIONS

Moloch can take three legendary actions, choosing from the options
below. Only one legendary action can be used at a time and only at
the end of another creature’s turn. Moloch regains spent legendary
actions at the start of his turn.

Release the ... Moloch makes a Kraken’s Bite attack.

Deep Breath. Moloch recharges and uses its Cone of Cold and Fear
attack.

Spread Betrayal (costs 2 actions). All creatures within 30 feet of Moloch
must succeed on a DC 20 Wisdom saving throw or use their reaction
to attack the nearest of their allies.

Fiendish Recovery (costs 2 actions). Moloch recovers 50 hit points and ends
one condition affecting him.
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DeviL, Titivius (DUke ofF Dis)

1 swear, the gold key was right there on the floor when you tossed me and
Peridis in here. You were rough, too. We weren t griftin’ the crowd, I swear. One of
you musta dropped it. Peridis grabbed it and put it in the lock and that cell door
creaked right open. I told him it hadda be a trap, but he wouldn't listen. Rushed
right through. And that’s when everythin’ changed. He ran right through a glowin’
portal and beyond it was this large goat-man with bat wings. And I could see other
prison cells around him. Much worse’'n this one. — Ezra Mark, describing how his
partner in crime vanished from a locked cell

Titivilus, the Duke of Dis, is a large satyr with the lower half of a goat and
the upper body of a powerfully built bald man. Black leather wings sprout from
his back, and his coal-black eyes show no whites. A known manipulator of facts,
Titivilus spends most of his hours in his black iron tower in the Prison City of
Tormenture scheming up ways to gain control over one of the Rings of Hell for
himself. His black basalt tower is guarded by a personal legion of erinyes and
bearded devils. Titivilus wields a magical silver rapier in battle.

ArcH DeviL, TrTiviLus, DUke oF Dis
Medium fiend (devil), lawful evil

Armor Class 22 (natural armor)
Hit Points 312 (25d8 + 200)
Speed 50 ft., fly 60 ft.

STR DEX CON INT WIS CHA
26 (+8) 18 (+4) 26 (+8) 24 (+7) 18 (+4) 28 (+9)

Saving Throws Constitution +14, Wisdom +11, Charisma +16

Skills Arcana +14, Acrobatics +11, Deception +16, Insight +11,
Intimidation +16, Perception +11, Persuasion +16, Stealth +11

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks that are not silver

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 21

Languages Abyssal, Common, Celestial, Demonic, Draconic, Giant,
Ignan, Infernal, Terran, telepathy 100 ft.

Challenge 22 (41,000 XP)

Devil’s Sight. Magical darkness doesn’t impede the devil’s darkvision.

Magic Resistance. Titivilus has advantage on saving throws against
spells and other magical effects.

Magic Weapons. Titivilus’ weapon attacks are magical.

Regeneration. Titivilus regains 10 hit points at the start of his turn.
If Titivilus takes damage from a silvered weapon, this trait doesn’t
function at the start of Titivilus’ next turn. Titivilus is destroyed only
if he starts his turn with 0 hit points and doesn’t regenerate.

Innate Spellcasting. Titivilus’ innate spellcasting ability is Charisma
(spell save DC 24, +16 to hit with spell attacks). He can cast the
following spells, requiring no material components:

At will: animate dead, bane, charm person, confusion, detect evil and
good, detect thoughts, dispel magic, fear, hold monster, hypnotic
pattern, invisibility, magic circle, message, polymorph, suggestion,
teleport (self only), tongues, true seeing

1/day each: feeblemind, symbol

1/week: wish

ACTIONS

Multiattack. Titivilus makes one Silver Rapier attack and two Fear
Touch attacks.

Silver Rapier. Melee Weapon Attack: +15 to hit, reach 5 ft., one target.
Hit: 14 (2d6 + 7) piercing damage plus 18 (4d8) necrotic damage. The
target must make a DC 23 Constitution saving throw, suffering an
additional 18 (4d8) necrotic damage at the beginning of each of their
turns on a failure. The target may repeat the saving throw after
suffering this damage, ending the effect on a success.

Fear Touch. Melee Weapon Attack: +15 to hit, reach 5 ft., one target.
Hit: 14 (2d6 + 7) psychic damage and the target must succeed on
a DC 24 Wisdom saving throw or be frightened of Titivilus for one
minute.

LEGENDARY ACTIONS

Titivilus can take three legendary actions, choosing from the options
below. Only one legendary action can be used at a time and only at
the end of another creature’s turn. Titivilus regains spent legendary
actions at the start of his turn.

Quick Lunge. Titivilus makes a Silver Rapier attack.

Lingering Nightmares. Titivilus inflicts an additional 18 (4d8) psychic
damage on the next target he hits with his Fear Touch attack.

Wing Buffet (costs 2 actions). Titivilus buffets the air with his wings to
create a 20-foot cone of powerful wind. All creatures caught in this
area must succeed at a DC 25 Strength check or be knocked prone
and pushed 30 feet away from Titivilus.

Fiendish Recovery (costs 2 actions). Titivilus recovers 50 hit points and
ends one condition affecting him.
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DeviL, XAPHAN (THE BURNING DUKE, DUKE oF INFERNUS)

We thought it was an angel sent from Muir. Pity us, for we did. It soared out of the clouds with the majesty of the divine. How wrong we were.
It slammed into High Priest Paynos, gutting the man and igniting him with the flames covering its body. As our leader fell, the rest of us grabbed
our weapons, hoping to stop this evil thing that was half goat and half man. Underpriest Frill went next, felled by some unseen magic. Something
hit me hard, and I dropped, losing all sense. I woke in darkness, pinned by the bodies of my fellow priests. — Priestess Fransine Tung, only
survivor of the massacre in the temple of Muir in Corvusrook

Xaphan, the Burning Duke, retained some semblance of his angelic looks after the fall of the angels. He still has a handsome face and a long
braid that runs down his back. His small burnished horns glow like molten bronze. Xaphan stands 13 feet tall and is satyr-like, and has the lower
half of a goat and the upper body of a powerful humanoid. Large leathery wings sprout from his back, and he is frequently coated in a sheen of
hell fire.

Xaphan was cast down along with The Lightbringer and the other angels for their sacrilege, and it is said he helped The Lightbringer construct
Hell itself. It is known among scholars that Xaphan was the one who stoked Hell’s furnaces in The Lightbringer’s great basalt palace, powering
the furnaces with unholy fire fed by tortured souls. Where Caasimolar serves as regent of the Lightbringer’s holdings, Xaphan, an advanced pit
fiend in the order of Alastor, serves as general of The Lightbringer’s armies.

The Burning Duke leads 15 companies of pit fiends in The Lightbringer’s service. He is completely loyal to the Prince of Darkness and was
with The Lightbringer during the Unholy Schism. It was Xaphan who attempted to set the heavens on fire during the Unholy Schism to consume
each and every angel and celestial in a blazing inferno.
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XaPHAN, THE BurNING DUKE, DUKE OF INFERNUS,

ArcH DEvIL
Large fiend (devil), lawful evil

Armor Class 22 (natural armor)
Hit Points 362 (25d10 + 225)
Speed 50 ft., fly 60 ft.

STR DEX CON INT WIS CHA
28 (+9) 18 (+4) 28 (+9) 24 (+7) 18 (+4) 24 (+7)

Saving Throws Constitution +16, Wisdom +11, Charisma +14

Skills Arcana +14, Acrobatics +11, Deception +14, Insight +11,
Intimidation +14, Perception +11, Persuasion +14, Stealth +11

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks that are not silver

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 21

Languages Abyssal, Common, Celestial, Demonic, Draconic, Giant,
Ignan, Infernal, Terran, telepathy 100 ft.

Challenge 22 (41,000 XP)

Devil’s Sight. Magical darkness doesn’t impede the devil’s darkvision.

Fiery Aura. Any creature that begins its turn within 10 feet of Xaphan

suffers 7 (2d6) fire damage.

Fiery Gaze. When a target starts its turn within 30 feet of Xaphan and

is able to see Xaphan’s eyes, Xaphan can magically force it to make

a DC 19 Wisdom saving throw, unless Xaphan is incapacitated. On

a failed saving throw the target suffers 18 (4d8) fire damage. Unless

surprised, a target can avert its eyes to avoid the saving throw at the

start of its turn. If the target does so, it can’t see Xaphan until the

start if its next turn, when it can avert its eyes again. If the target
looks at Xaphan in the meantime, it must immediately make the
save.

Innate Spellcasting. Xaphan’s innate spellcasting ability is Charisma
(spell save DC 22, +14 to hit with spell attacks). he can cast the
following spells, requiring no material components:

At will: animate dead, bane, call lightning, detect evil and good, detect
thoughts, dispel magic, hold monster, invisibility, lightning bolt,
magic circle, polymorph, scorching ray, teleport (self only), tongues,
true seeing, wall of fire

3/day each: control weather, fireball

Legendary Resistance (3/day). If Xaphan fails a saving throw, he can
choose to succeed instead.

Magic Resistance. Xaphan has advantage on saving throws against
spells and other magical effects.

Magic Weapons. Xaphan’s weapon attacks are magical.

Regeneration. Xaphan regains 10 hit points at the start of its turn.

If Xaphan takes damage from a silvered weapon, this trait doesn’t
function at the start of Xaphan’s next turn. Xaphan is destroyed only
if he starts his turn with 0 hit points and doesn’t regenerate.

AcTIONS

Multiattack. Xaphan makes one Hellstorm Sword attack and two
Claw attacks.

Hellstorm Sword. Melee Weapon Attack: +16 to hit, reach 5 ft., one
target. Hit: 18 (2d8 + 9) slashing damage plus 18 (4d8) fire damage.

Claw. Melee Weapon Attack: +16 to hit, reach 5 ft., one target. Hit: 16
(2d6 + 9) slashing damage.

LEGENDARY ACTIONS

Xaphan can take three legendary actions, choosing from the options
below. Only one legendary action can be used at a time and only at
the end of another creature’s turn. Xaphan regains spent legendary
actions at the start of his turn.

Quick Swipe. Xaphan makes a Hellstorm Sword attack.

Hellstorm Burst. Xaphan s next Hellstorm Sword attack explodes on the target.
The target and all creatures within 30 feet of it must make a DC 19 Dexterity
saving throw, suffering 9 (2d8) fire and 9 (2d8) thunder damage on a failure, or
half as much on a success.

Wing Buffet (costs 2 actions). Xaphan buffets the air with its wings to
create a 20-foot cone of powerful wind. All creatures caught in this
area must succeed at a DC 25 Strength check or be knocked prone
and pushed 30 feet away from Xaphan.

Fiendish Recovery (costs 2 actions). Xaphan recovers 50 hit points and
ends one condition affecting him.
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DINOSAURS

DiINOSAUR, ALLOSAURUS

We ascended the plateau on the third day of Oeros. The lower slopes of the
central mountain were covered with a broad savannah upon which a plentitude of
large reptiles grazed. During our second night on the plateau, we heard the bleating
of the mules followed by the screams of the guards. Turning out of my tent with
sword in hand, I rushed to the scene of carnage, arriving in time to see a massive
tiger-striped tail covered in scales and feathers held aloft as a balance as the beast
plunged back into the darkness. Of two mules, only a few scraps of hide and limbs
remained. Of our night guards, Piotr and Rastalivic, no trace remained save a
broken helm and a snapped spear. — Algrid Henswaithe, University of the Vast

While smaller than the more famous Tyrannosaurus rex, the allosaurus is a
fearsome predator. It is far stealthier than its larger kin and more likely to strike in
ambush from behind large trees. Allosauruses tend to travel in pairs, either mated
pairs or a pair of siblings of the same sex. Territorial, allosauruses are known to track
foes for miles before making their presence known in a snarling, roaring attack.

ALLOSAURUS
Large beast, unaligned

Armor Class 13 (natural armor)
Hit Points 51 (6d10 + 18)

Speed 60 ft.
STR DEX CON INT WIS CHA
19 (+4) 13 (+1) 17 (+3) 2 (-4) 12 (+1) 5(=3)

Skills Perception +5

Senses passive Perception 15
Languages —

Challenge 2 (450 XP)

Pounce. If the allosaurus moves at least 30 feet straight toward a
creature and then hits it with a claw attack on the same turn, that
target must succeed on a DC 13 Strength saving throw or be knocked
prone. If the target is prone, the allosaurus can make one bite attack
against it as a bonus action.

AcCTIONS

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 15
(2d10 + 4) piercing damage.

Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 8
(1d8 + 4) slashing damage.
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DINOSAUR, ANKYLOSAURUS

1 silently raised my hand to call a halt to our hunting party. There, just barely
discernable through the trees lining the stream, was a large reptile. It was squat,
moving its massive bulk on four stout legs, with a back covered in armored ridges
and spikes. As we watched, it grazed upon low-hanging foliage, its long tail
swinging back and forth a few feet off the ground. The tail was tipped with a massive
bulbous growth of bone, something like a mace. As our artist Haldric began quickly
applying charcoal to parchment, the beast raised its head as if sensing our presence.
We began to slowly fall back, but were too late. It charged, using its wicked tail to
full effect. — Algrid Henswaithe, University of the Vast

Ankylosauruses are four-legged herbivores that graze on low-lying vegetation
along the jungle’s margins, be they the edge of the jungle, glades, or the banks of
streams. Their bodies are encased in thick, scaly armor that features many points
along the edges and down the back. Their tails are long and held aloft behind them.
These tails are often tipped with a bony head although some have fluted spikes, but
they are always strong and flexible. Ankylosauruses are irritable and nearsighted;
they prefer to feel out strange creatures with a few tail whacks, just to be careful.

DINOSAUR, ANKYLOSAURUS
Huge beast, unaligned

Armor Class 16 (natural armor)
Hit Points 95 (10d12 + 30)

Speed 30 ft.
STR DEX CON INT WIS CHA
21 (+5) 11 (+0) 16 (+3) 2(4) ., 10(+0) 6(-2)

Senses passive Perception 10
Languages —
Challenge 4 (1,100 XP)

AcTIONS

Tail. Melee Weapon Attack: +7 to hit, reach 10 ft., one target. Hit: 23 (4d8
+ 5) bludgeoning damage and Large or smaller targets must succeed
on a DC 16 Strength check or be knocked prone and stunned until
the end of their next turn.

TOME OF
HORRORS

DiNnosAuR, DipLoDocUS

A large lake filled a depression at the base of the central mountains. As we
penetrated the lowlands south of the basin, we discovered a large swampy area of
ferns and cycads. Some of the bodies of water were far deeper than they seemed,
which led us to misidentify the creature. At first we saw a long neck rising out of the
murky water, a massive lily pad slowly being munched in its small jaws. The neck
craned around to look at us, and it did not like what it saw. I did not fear, for there
was little doubt in my mind we were looking at some sort of herbivorous snake. I
must admit [ was wrong, for the massive body that thundered out of the deep pool
was larger than an elephant and much more powerful. We lost three good porters
that day. — Algrid Henswaithe, University of the Vast

Grazers of lakes, bogs, and in some cases, the shallow seas, the stately Diplodocus
is generally not a threat. Slow moving, confident in their bulk, they rarely do more
than watch passing creatures. These massive beasts move in small family groups
and gather during the mating season in great herds to lay their eggs in dry nests. It
is during this migration and mating period that they are the most dangerous, for the
normally placid creatures become ill-tempered until their young hatch and become
large enough to accompany their parents back to the lakes and swamps.

DiNosAUR, DipLoDoOCUS
Gargantuan beast, unaligned

Armor Class 16 (natural armor)
Hit Points 198 (12d20 + 72)

Speed 30 ft.
STR DEX CON INT WIS CHA
21 (+5) 10 (+0) 23 (+6) 2(-4) 14 (+2) 5(-3)
Skills Athletics +9

Damage Resistances bludgeoning
Senses passive Perception 12
Languages —

Challenge 10 (5,900 XP)

Trampling Charge. If the Diplodocus moves at least 20 feet straight
toward a creature and then hits it with a tail attack on the same
turn, that target must succeed on a DC 17 Strength saving throw or
be knocked prone. If the target is prone, the Diplodocus can make
one stomp attack against it as a bonus action.

Unstoppable. The Diplodocus has advantage on ability checks and
saving throws against effects that would restrain it or knock it
prone.

AcCTIONS

Multiattack. The Diplodocus makes two Tail Whip attacks.

Tail Whip. Melee Weapon Attack: +9 to hit, reach 20 ft., one target.
Hit: 18 (3d8 + 5) slashing damage. If the target is a Large or smaller
creature, it must succeed on a DC 17 Strength check or be knocked
prone.

Stomp. Melee Weapon Attack: +9 to hit, reach 5 ft., one prone creature.
Hit: 21 (3d10 + 5) bludgeoning damage.

LEGENDARY ACTIONS

The Diplodocus can take three legendary actions, choosing from the
options below. Only one legendary action can be used at a time and
only at the end of another creature’s turn. The Diplodocus regains
spent legendary actions at the start of its turn.

Move. The Diplodocus moves up to half its speed.

Stomp (costs 2 actions). The Diplodocus makes one stomp attack.
Whip Crack (costs 3 actions). The Diplodocus whips its tail in the
air to create a thunderous crack. Each creature within 20 feet of
it must succeed on a DC 17 Wisdom saving throw or take 14 (4d6)

thunder damage and become frightened until the end of its next
turn.
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DiNosAUR, HADROSAUR

Our supplies of salted beef and hardtack were supplemented by hunting the
local fauna. Our favorite by far was the horse-sized grazer with the large, rounded
head. Fairly docile, they were easy prey unless one startled the herd. A dozen of the
charging beasts were worse than a stampede of cattle, and faster as well. Mostly
they traveled on all fours, but if enraged, they could rise up on their powerful hind
legs and with great strides strike at foes who thought they were at a safe distance.
— Algrid Henswaithe, University of the Vast

A generally placid and peaceful grazer of grass and ferns, the Hadrosaur is a
danger only in large numbers. Shy, these creatures prefer to avoid trouble. However,
each herd keeps several of its number on lookout. When danger threatens, the herd
bunches together, placing young and pregnant females in the center. If the threat
attacks, the herd attempts to move away en masse, but this direction is always away
from the first threat and might lead to them trampling other hunters or running into
a more dangerous situation.

DiNosSAUR, HADROSAUR
Huge beast, unaligned

Armor Class 14 (natural armor)
Hit Points 76 (8d12 + 24)

Speed 30 ft.
STR DEX CON INT WIS CHA
19 (+4) 11 (+0) 17 (+3) 2(-4) 10 (+0) 6(-2)

Senses passive Perception 10
Languages —
Challenge 2 (450 XP)

Trampling Charge. If the Hadrosaur moves at least 20 feet straight
toward a creature and hits that creature with a Ram attack on the
same turn, that target must succeed on a DC 13 Strength check or
be knocked prone. If the target is knocked prone, the Hadrosaur may
make one Stomp attack against it as a bonus action.

AcTIONS

Ram. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 9
(1d10 + 4) bludgeoning damage.

Stomp. Melee Weapon Attack: +6 to hit, reach 5 ft., one prone creature.
Hit: 17 (3d8 + 4) bludgeoning damage.
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DiNosAUR, IGUANODON

We fled the jungle with the terrifying sounds of trees shaking and falling behind
us. Our headlong flight drove us straight into more danger, however, as the porters
cleared the trees and ended up in the middle of a herd of giant herbivores. We
startled them, obviously, which led to the savage biting, kicking, and stomping that
followed as they tried to protect their young. A couple of porters ended up on the
wrong end of a spike. — Algrid Henswaithe, University of the Vast

Known primarily as herbivores, Iguanodons can be found in many regions of the
world. While they do not seek prey to feed on, the Iguanodon is aggressive if they
or their offspring are preyed on. Fighting with a formidable bite and thumb spike,
this creature is not one to be taken lightly.

IGUANODON
Huge beast, unaligned

Armor Class 15 (natural armor)
Hit Points 96 (11d12 + 24)

Speed 30 ft.
STR DEX CON INT WIS CHA
18 (+4) 12 (+1) 17 (+3) 2(-4) 12 (+1) 6 (-2)

Senses passive Perception 11
Languages —
Challenge 6 (2300 XP)

AcTIONS

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit:
20 (3d10 + 4) piercing damage.

Thumb Spike. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 17 (3d8 + 4) piercing damage and the target
must succeed on a DC 12 Constitution saving throw or lose
4 (1d8) hit points at the start of each of its turns until
healed with magic.

We had already encountered the great flying
reptiles and were leery when we heard from the
natives that other flying creatures could be
found in the cliffs surrounding a nearby lake.
Undaunted, we journeyed to investigate
and were surprised at what we saw. These
were in appearance much like their deadly brethren but were ﬁ
merely a few feet in wingspan. Friendly, these creatures flapped up and
investigated us as we investigated them. Magas Sathrick kept one as a

pet and eventually made it into her familiar. — Algrid Henswaithe, University of

the Vast

DiNOSAUR, PTERANODON

The great flying reptiles swooped down from the
sky and attacked. In their first pass they carried off
five of our bearers, halflings all, and winged over
toward the slopes of the central mountains. The
second wave went after the other small creatures
of our party, snapping up monkeys, halflings, and
gnomes, but failed to carry off our dwarven smith.
That last attempt cost the flock three of its number.
— Algrid Henswaithe, University of the Vast

Largest of the flying reptiles, Pteranodons normally hunt large fish. They fly over
shallow seas, dive into the water, and come up with a beak full of flapping fish.
However, some species adapted to life in unusual conditions such as mountains
towering over large jungles or open grasslands. These populations hunt small game.
Some Pteranodons grow to be truly large, with wingspans of 20 feet or more. Such
specimens are capable of snatching up prey as large as a halfling and carrying it
away to tear it apart with its sharp-toothed beak.

DINOSAUR, PTERANODON
Medium beast, unaligned

Armor Class 13 (natural armor)
Hit Points 22 (4d8 + 4)
Speed 10 ft., fly 60 ft.

STR DEX CON INT WIS CHA
13 (+1) 17 (+3) 12 (+1) 2(-4) 8 (-1) D)

Skills Perception +1

Senses passive Perception 11
Languages —

Challenge 1 (200 XP)

Dive. If the Pteranodon dives at least 30 feet straight toward a target
and then hits it with a Bite attack on the same turn, the target takes
an additional 7 (2d6) piercing damage.

Flyby. The Pteranodon doesn’t provoke an opportunity attack when it
flies out of an enemy’s reach.

AcCTIONS

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 6 (1d6
+ 3) piercing damage.

DiNOSAUR, PTERODACTYL

Pterodactyls are small flying reptiles with wingspans of around two to three feet,
beaks filled with small sharp teeth, and feet tipped with sharp claws. They tend to
lair along seaside cliffs, but some species have colonized jungles and forests. While
not much of a threat themselves, they become dangerous in large numbers. Any
disturbance of a nesting cliff, such as collecting eggs or simply trying to scale the
cliff, can stir up dozens of these small reptiles in a shrieking cloud.
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PTERODACTYL
Tiny beast, unaligned

Armor Class 12
Hit Points 1 (1d4 - 1)
Speed 10 ft., fly 50 ft.

STR DEX CON INT WIS CHA
2 (-4) 14 (+2) 8 (-1) 2(-1) 12 (+1) 10 (+0)

Skills Perception +3

Senses passive Perception 13
Languages —

Challenge 0 (10 XP)

AcCTIONS

Beak. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 1
piercing damage.
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DiNnosAuR, RAPTOR

Our scouting party was hours late, so against our better judgment I led a small
group to find them. The sun was getting low on the horizon when we found the site
of the ambush. Blood was everywhere; whatever creatures had done this were not
tidy. They were also powerful and stealthy to have ambushed such a large and well-
armed party. Tracks were studied, bite marks analyzed, and we pondered what sort
of creatures could have caused such carnage as we trekked back to camp. As night
fell we found out, and only through the judicious use of certain spells was I alone
able to survive. — Algrid Henswaithe, University of the Vast

These man-sized, feathered bipedal dinosaurs are pack hunters with a mean
streak. They are ambush predators that prefer to strike from multiple directions at
once to confuse and confound their prey. Social creatures, the pack is the center of
raptor life, and any injury to a pack member brings about a wrathful reckoning. This
revenge is not necessarily immediate; raptors are clever and patient and will stalk a
foe for days to strike when the moment is to their advantage.

DINOSAUR, RAPTOR
Large beast, unaligned

Armor Class 15 (natural armor)
Hit Points 26 (4d10 + 4)

Speed 40 ft.
STR DEX CON INT WIS CHA
12 (+1) 16 (+3) 12 (+1) 6(-2) 14 (+2) 10 (+0)

Skills Perception +4, Stealth +5
Senses passive Perception 14
Languages —

Challenge 3 (700 XP)

Sharp Senses. Raptors have advantage on Wisdom (Perception)
checks that rely on smell.

AcTIONS

Multiattack. The raptor makes one Bite attack and one Claw attack
or two Claw attacks.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 7 (1d8
+ 3) piercing damage.

Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 6
(1d6 + 3) slashing damage. If the raptor hits the same target with
two Claw attacks on the same turn, it inflicts an additional 4 (1d8)
slashing damage.

DiNosAUR, RAPTORS, MUTANT

The thing that crawled out of a vat in the forbidden temple was skinless and
dripping a clear whitish fluid. It tread toward us on cautiously, its eyes far too
bright with intelligence and menace for the simple creature from which it was made.
Then it opened its mouth, not to shriek, but to spew forth a torrent of magical
energy. The bearers ran. Have no doubt, so did I. — Algrid Henswaithe, University
of the Vast

Created by foul sorcery, mad alchemy, or some other
perversion of the natural order, mutant raptors are savage,
intelligent creatures capable of great magical power.
Larger than their natural cousins, the mutant raptors
combine the speed and strength of their bodies with
cruel and cunning minds. Each
mutant is slightly different than
their brethren, and while some
innately cast spells, others breathe
out jets of flame or lightning, or
sometimes even more exotic
magical energies.

DINOSAUR, RAPTORS, MUTANT
Large magical beast, neutral evil

Armor Class 15 (natural armor)
Hit Points 26 (4d10 + 4)

Speed 40 ft.
STR DEX CON INT WIS CHA
12 (+1) 16 (+3) 12 (+1) 6 (-2) 14 (+2) 10 (+0)

Skills Perception +4, Stealth +5
Senses passive Perception 14
Languages —

Challenge 4 (1,100 XP)

Magical Mutation. A mutant raptor can innately cast one of the
following spells using Wisdom as its spellcasting ability score
(spell save DC 12, +4 to hit with magical attacks): enlarge/reduce,
invisibility, misty step, or scorching ray

Sharp Senses. Raptors have advantage on Wisdom (Perception)
checks that rely on smell.

AcCTIONS

Multiattack. The mutant raptor makes one Bite attack and one Claw
attack or two Claw attacks.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 7 (1d8
+ 3) piercing damage. ’

Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 6
(1d6 + 3) slashing damage. If the raptor hits the same target with
two claw attacks on their turn, they inflict an additional 4 (1d8)
slashing damage.
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DinosAuR KING, TRICERATOPS

The local reptile folk told us this tale. Long ago before the plateau rose from the
lowlands, there dwelled in the jungles two great beast spirits. One lived upon the
north point, the other the south. The northern one desired to take a form and chose
the shape of one of the great Three-Horns that roamed the grasslands, only larger.
They said it still roams the savannah today, always in the form of the largest of the
Three-Horns, a protector of the herd and defender of the land from the depredations
of mortals. — Algrid Henswaithe, University of the Vast

Dinosaur kings look like a normal member of the species they bond with, albeit
larger and far more intelligent. They are not truly made of flesh and blood, but of
ephemeral spirit stuff that behaves much the same way. The Triceratops dinosaur
kings are closer to their bonded species than others and often mate with their
bonded species to produce hybrid flesh and spirit being that are nearly as powerful
as their royal forebearers.

TRICERATOPS KING
Gargantuan monstrosity, neutral good

Armor Class 15 (natural armor)
Hit Points 294 (19d20 + 95)
Speed 60 ft.

STR DEX CON INT WIS CHA
24 (+7) 10 (+0) 20 (+5) 15 (+2) 17 (+3) 16 (+3)

Saving Throws Str +11, Con +9, Wis +7

Skills Insight +7, Perception +7

Damage Immunities bludgeoning, piercing, and slashing damage
from nonmagical attacks

Senses darkvision 60 ft, passive Perception 17

Languages Sylvan

Challenge 12 (8,400 XP)

Herd Master. The Triceratops king may cast spells with the range of
touch on allies if within 30 feet.

Innate Spellcasting. The Triceratops king’s innate spellcasting
ability is Wisdom (spell save DC 15, +7 to hit with spell attacks). It
can cast the following spells, requiring no material components:

At will: cure wounds, speak with animals, speak with plants

3/day each: hold person, moonbeam, spike growth

1/day each: dispel magic, conjure animals

Magic Resistance. The Triceratops king has advantage on saving
throws against spells and other magical effects.

Magic Weapons. The Triceratops king’s weapon attacks are magical.
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AcTIONS

Multiattack. The Triceratops king makes two Gore attacks.

Gore. Melee Weapon Attack: +11 to hit, reach 5 ft., one target. Hit: 29
(4d10 + 7) piercing damage.

Stomp. Melee Weapon Attack: +11 to hit, reach 5 ft., one prone target.
Hit: 26 (3d12 + 7) type damage.

LEGENDARY ACTIONS

The Triceratops king can take three legendary actions, choosing from
the options below. Only one legendary action can be used at a time
and only at the end of another creature’s turn. The Triceratops king
regains spent legendary actions at the start of its turn.

Rampage. The Triceratops king makes a Gore and a Stomp attack.

Bolster Herd (costs 2 actions). The Triceratops king’s allies within
30 feet may immediately attempt a saving throw against an ongoing
effect.

Herd Charge (costs 2 actions). All allies within 30 feet or the
Triceratops king take a move and an action.
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DinosAUR KING, TYRANNOSAURUS

To the south, so the local legends say, another great beast spirit was caught in
the upwelling of the plateau. This one was a hungry spirit, a spirit of the hunt, of
feasting, and of rage. Jealous that its brethren had taken the form of one of the
powerful but gentle Three-Horns of the plains, it too chose a form. Today, so the
legends say, the southern jungles are hunted by a Great Jawed Monster that is
larger, smarter, and more bellicose than the rest. Like its plains-dwelling cousin,
this dinosaur king has its loyal followers, a pack of snarling raptors that is always
growing and shrinking as the dinosaur king's hunger grows. — Algrid Henswaithe,
University of the Vast

Dinosaur kings look like a normal member of the species with which they have
bonded, albeit larger and far more intelligent. They are not truly made of flesh and
blood, but ephemeral spirit stuff that behaves much the same way. Solitary like
the creature’s whose form they have stolen, Tyrannosaurus dinosaur kings do not
mate with their physical brethren nor do they associate with others of their kind.
Instead, they draw to themselves a cadre of loyal raptors and other smaller predators
who serve as a sort of court. While this court shows great loyalty to its king, the
Tyrannosaurus king does not share that feeling and happily eats a follower if it
pleases them.

TYRANNOSAURS KiNG
Gargantuan monstrosity, chaotic evil

Armor Class 13 (natural armor)
Hit Points 313 (19d20 + 114)
Speed 60 ft.

STR DEX CON INT WIS CHA
26 (+8) 10 (+0) 22 (+6) 14 (+2) 14 (+2) 9 (-1)

Saving Throws Str +12, Con +10, Wis +6

Skills Perception +6

Damage Immunities poison; bludgeoning, piercing, and slashing
damage from nonmagical attacks

Condition Immunities poisoned

Senses darkvision 60 ft, passive Perception 16

Languages Sylvan

Challenge 12 (8,400 XP)

Cloud of Carrion. The Tyrannosaurus king is surrounded by a
cloud of buzzing insects and the ripe stench of rotting carcasses. All
creatures that begin their turn within 15 feet of the Tyrannosaurus
king must succeed at a DC 15 Constitution saving throw or gain the
poisoned condition until they begin their turn more than 15 feet from
the Tyrannosaurus king. A creature that saves against this effect is
immune to it for 24 hours.

Innate Spellcasting. The Tyrannosaurus king’s innate spellcasting
ability is Wisdom (spell save DC 14, +6 to hit with spell attacks). It
can cast the following spells, requiring no material components:

At will: darkness, dispel magic, ray of enfeeblement

3/day: animate dead

1/day: circle of death

Magic Resistance. The Triceratops king has advantage on saving
throws against spells and other magical effects.

Magic Weapons. The Triceratops king’s weapon attacks are magical.

AcCTIONS

Multiattack. The Tyrannosaurus king makes one Bite attack and
one Tail attack. The Tyrannosaurus king may substitute a swallow
attack for its bite attack. It can’t make both attacks against the same
target.

Bite. Melee Weapon Attack: +12 to hit, reach 5 ft., one target. Hit: 47
(6d12 + 8) piercing damage.

Swallow. The Tyrannosaurus king makes a Bite attack, and if it
hits, the creature must succeed at a DC 18 Dexterity saving throw
or be swallowed if the creature is Large sized or smaller. While
swallowed, the creature is blind and restrained, it has total cover
against attacks and other effects that originate from outside the
Tyrannosaurus king and it takes 39 (6d12) acid damage at the start
of the Tyrannosaurus king’s turn. The Tyrannosaurus king can have
only two Large-sized creatures, four Medium-sized creatures, or six
Small-sized creatures swallowed at one time.

If the Tyrannosaurus king takes 50 damage or more on a single turn
from a creature inside it, the Tyrannosaurus king must succeed
on a DC 18 Constitution saving throw at the end of that turn or
regurgitate all swallowed creatures, which fall prone in a space
within 10 feet of the Tyrannosaurus king. If the Tyrannosaurus king
dies, all swallowed creatures are no longer restrained by it and can
escape from the corpse using 15 feet of movement, exiting prone.

Tail. Melee Weapon Attack: +12 to hit, reach 10 ft., one target. Hit: 24
(3d10 + 8) bludgeoning damage.

LEGENDARY ACTIONS

The Tyrannosaurus king can take three legendary actions, choosing
from the options below. Only one legendary action can be used
at a time and only at the end of another creature’s turn. The
Tyrannosaurus king regains spent legendary actions at the start of
its turn.

Rampage. The Tyrannosaurus king makes a Bite and a Tail attack.

Gobble (costs 2 actions). The Tyrannosaurus king makes two
swallow actions.

Spit (costs 2 actions). The Tyrannosaurus king spits up to two
creatures it has swallowed at up to two targets. This is a ranged
weapon attack made at + 4 to hit, with a range of 20/40 feet, and
inflicts 27 (5d10) bludgeoning damage on the creature hit and the
creature spit out. Both the creature hit and the one spit out must
succeed at a DC 20 Strength saving throw or become prone.
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Dire CoRBY

The underground stairs led upward into the massive open beak of a giant bird's
head carved from the rock. We heard what sounded like an aerie of birds cawing
beyond the carving, but even our druid Stellen couldn 't imagine what types of birds
might live so far underground. We advanced slowly and quietly to avoid trouble.
The cavern beyond was riddled with caves that climbed upward along the walls.
Nests perched on each ledge before these openings. We had arrived as a ceremony
was occurring, with tall figures wearing black, feathered outfits and bird-like beak
masks. We watched for a while, and then I understood: These weren't men wearing
masks, they were actually birds. The cavern was alive with the birdmen, hundreds of
them, although none had wings. Instead, they’d grown muscular arms and wicked
claws. We withdrew before they noticed us. — Gully Cederlund, ranger of the vale

Dire corbies are humanoid, bipedal birdmen that dwell deep beneath the surface
world. They make their homes in large, open caverns where they hollow out
individual shelters in the walls. These creatures do not now have wings, but they
almost certainly did in the remote past. Why their wings disappeared and were
replaced by muscular arms with claws is unknown.

Dire corbies hunt in flocks, finding great pleasure in chasing down prey. While
they are omnivores, they prefer a diet of fresh meat. They hunt and enjoy the flesh
of subterranean rodents, animals, and even other races. They are particularly fond
of the leathery flesh of bats. A typical hunt ends with the prey cornered and trapped,
then cruelly tormented and tortured for many minutes before the dire corbies finally
tear it to shreds with their claws.

DIirRe CoRrBY
Medium monstrosity, neutral evil

Armor Class 11
Hit Points 11 (2d8 + 2)

Speed 30 ft.
STR DEX CON INT WIS CHA
16 (+3) 12 (+1) 13 (+1) 6(-2) 10 (+0) 8(-1)

Skills Perception +2

Senses darkvision 60 ft., passive Perception 10
Languages Deep Speech, Undercommon
Challenge 1/2 (100 XP)

AcTIONS

Multiattack. A dire corby makes two Claw attacks.

Claw. Melee Weapon Attack: +5 to hit, reach 5 ft.; one creature. Hit: 6

(1d6 + 3) slashing damage.
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DOKKAEBI

The Lucky Beggar in Bard's Gate is the oddest tavern and inn I've ever visited.
The food was delicious, the drink flowed, and the guests had wonderful stories of
the road to share. I tried the lamb and a side of red potatoes, with a stout ale to
wash it all down. The only negative was the table of barbarians beside us. They
were harassing the servers and making a nuisance of themselves. When I asked
why they weren t thrown out, one server smiled and said, “Watch what happens.”
Soon after, all of their chairs collapsed at once, throwing them to the floor. A
moment later, a drunken guest tripped and spilled a pitcher of goat’s milk over
them. Finally, the fireplace spat a hot coal straight into one of their loin cloths,
sending the unfortunate man scampering for the door. It was incredibly bad luck,
but I have no idea how it happened. — From the published pamphlets of renowned
tavern reviewer Jonah Gold

Dokkaebi are mischievous but ultimately friendly household spirits. They are
diminutive creatures with overlong limbs and a large head with a mischievous grin
and bright, intelligent eyes. Chaotic and capricious, they are nonetheless capable
of great acts of generosity and kindness, often bringing wealth and good fortune
to those who treat them well. Many tales are told of ungrateful, wealthy folk who
shun the presence of dokkaebi and fall on misfortune, while poor peasants welcome
the luck goblins and offer them a share of their meager possessions, receiving great
wealth and blessings in return.

When they first appear, dokkaebi may test a house’s inhabitants with minor
pranks: hiding objects, making noises in the night, or animating furniture or
utensils to do strange but harmless things such as dance or float about the room.
The dokkaebi may turn hostile should the homeowner try to expel them, or they
may simply leave. If they are treated well — food left out or small sacrifices made
in the form of minor trinkets or knickknacks intended simply to demonstrate the
homeowner’s good intentions — they may begin to help the household and even
(if the stories are to be believed) bring gold and riches to the poorest of the poor.

Dokkaebi do not have a native physical form, being spirits, but usually appear
as described above.

DoKKAEBI
Small fey, chaotic good

Armor Class 15 (natural armor)
Hit Points 63 (14d6 + 14)

Speed 30 ft.
STR DEX CON INT WIS CHA
9(-1) 14 (+2) 12 (+1) 12 (+1) 15 (+2) 15 (+2)

Skills Perception +6, Stealth +6

Damage Resistances bludgeoning, piercing and slashing damage
from nonmagical attacks

Condition Immunities charmed

Senses passive Perception 16

Languages Common, fey

Challenge 3 (700 XP)

Luck Bringer. A dokkaebi that inhabits a house and is well-treated
may, at its own discretion, gift the homeowner with the Luck
feat. This feat exists only for so long as the dokkaebi inhabits the
household or until the dokkaebi itself revokes it.

Innate Spellcasting. The dokkaebi’s spellcasting ability is Charisma
(spell save DC 12). The dokkaebi can innately cast the following
spells, requiring no material components:

At will: detect good and evil, detect magic, detect thoughts, invisibility

3/day each: animate objects, create food and water, cure wounds, lesser
restoration

1/day each: blink, greater restoration, scrying, stinking cloud

AcCTIONS

Bite. Melee Weapon Attack: +1 to hit, reach 5 ft., one target. Hit: 4 (1d8)
piercing damage. The target must succeed on a DC 13 Constitution
saving throw or become unconscious for one minute. The target can
repeat the saving throw at the end of each of its turns, ending the
effect on itself on a success.
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DRAGONS

DRrAGON, AZURE

Ollie was leaping nimbly around the basket, pulling levers, pushing buttons, and
cranking dials. I found I couldn t stand up for fear of looking over the edge of the
basket again. I didn 't think we would get so high when I agreed to document this
folly. But Ollie seemed unperturbed, even when the lightning strikes crackled so
near the thin fabric of the balloon suspended above us. Suddenly, a dark shadow
circled us, and I had to look. A serpentine dragon glided around the basket, its
scales the color of a bright, sunlit day. It had no wings, but somehow flew along with
ease. It hovered alongside and turned its head toward us. I was prepared to jump
when it spoke in a deep, resonating voice, “Hello again, Ollie.” — Egan Thumble,
documenting halfling inventor Ollie Nematoad s balloon flight over the Star Sea

The azure dragons are said to have been created by the gods to keep order in
the realms of the sky. They are wise and (usually) gentle creatures who can appear
at times of great mayhem and chaos involving the aerial realm — storms, magical
disturbances, or in the presence of large unnatural flying creatures such as demons
or mechanical flying contraptions. Their task is not to attack or destroy, but to
investigate, and if the disturbance proves of a dangerously chaotic nature (whether
good or evil) to eliminate the threat quickly and efficiently, with as little disturbance
to the realms of the sky as possible.

Azure dragons are serpentine, coiling creature of enormous size that glide
through the air, their scales mimicking the colors of a bright sunlit day. They fly
effortlessly and without wings. The gods occasionally send azure dragons to deliver
important messages and to impart wisdom to their clerics, monks, paladins and
other special followers. The appearance of an azure dragon is considered extremely
auspicious, usually heralding or resulting from momentous events.

Azure DRAGON
Gargantuan dragon, lawful neutral

Armor Class 22 (natural armor)
Hit Points 481 (26d20 + 208)
Speed 40 ft., fly 80 ft. (hover)

STR DEX CON INT WIS CHA
29 (+9) 10 (+0) 27 (+8) 20 (+5) 20 (+5) 21 (+5)

Saving Throws Dex +7, Con +15, Wis +12, Cha +12

Skills History +19, Intimidation +19, Nature +19, Perception +19,
Persuasion +19, Religion +19

Damage Immunities lightning

Senses blindsight 60 ft., darkvision 120 ft., passive Perception 29

Languages Common, Draconic

Challenge 23 (50,000 XP)

Legendary Resistance (3/day). If the creature fails a
saving throw, it can choose to succeed instead.
Skyborn. The azure dragon’s scales flicker with the

colors of the daylight sky. While in flight in a
natural sky during the day (including stormy
skies), attacks against an azure dragon are at

disadvantage.

AcTIONS

Multiattack. The azure dragon uses its
Frightful Presence and make one Bite
attack and two Claw attacks.

Bite. Melee Weapon Attack: +16 to hit,
reach 15 ft., one target. Hit: 20 (2d10
+ 9) piercing damage plus 11 (2d10)
lightning damage.

Claw. Melee Weapon Attack: +16 to hit,
reach 10 ft., one target. Hit: 16 (2d6 + 9)
slashing damage.

Tail. Melee Weapon Attack: +16 to hit,
reach 20 ft., one target. Hit: 18 (2d8 + 9)
bludgeoning damage.
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Elemental Breath (recharge 5-6). The azure dragon exhales a burst
of elemental force. The dragon can select the type of damage from
the following list. Each creature in the area of effect must make the
specified saving throw or take the listed damage, or half as much
damage on a success:

Cold: 90-foot cone, DC 20 Constitution saving throw, 72 (16d8) cold
damage.

Fire: 90-foot cone, DC 20 Dexterity saving throw, 91 (26d6) fire
damage.

Lightning: 120-foot line, 10 feet wide, DC 20 Dexterity saving throw,
88 (16d10) lightning damage.

Thunder: 90-foot cone, DC 20 Constitution saving throw, 88 (16d10)
thunder damage.

Wind: 120-foot cone, DC 20 Dexterity saving throw, 36 (8d8) force
damage. On a failed saving throw, in addition to damage, the target
is thrown backwards 30 feet and knocked prone.

Frightful Presence. Each creature of the azure dragon’s choice that
is within 120 feet of the creature and aware of it must succeed on a
DC 20 Wisdom saving throw or become frightened for one minute. A
creature can repeat the saving throw at the end of each of its turns,
ending the effect on itself on a success. If a creature’s saving throw
is successful or the effect ends for it, the creature is immune to the
azure dragon’s Frightful Presence for the next 24 hours.

LLEGENDARY ACTIONS

An azure dragon can take three legendary actions, choosing from the
options below. Only one legendary action can be used at a time and
only at the end of another creature’s turn. The azure dragon regains
spent legendary actions at the start of its turn.

Detect. The azure dragon makes a Wisdom (Perception) check.

Tail Attack. The azure dragon makes a tail attack.

Windstorm (costs 2 actions). The dragon conjures a punishing
cyclone of wind. Each creature within 15 feet of the dragon must
succeed on a DC 24 Dexterity saving throw or take 16 (2d6 + 9)
bludgeoning damage and be knocked prone.

DRAKE, FIRE

The villagers said they had a dragon problem. Hey, piece of cake. Nine times out
of ten it s just a larger-than-normal lizard, maybe a reptilian predator of some kind.
Half the time, they don't even have wings. Well, not this time. It wasn't a full-on
dragon, thank the gods, but a drake. Those lesser members of dragon kind — some
folks call them dragonettes — are nothing to laugh at. Cooked my horse right out
from under me. — Big Joanne, mercenary

Fire drakes are sometimes confused as small or young red dragons. Their bodies
are only around four feet long with five or more feet of tail. They run the range from
orange to deep red and often have smoky black markings. Heat and smoke seems
to radiate from their bodies. Their wings are large enough to take them aloft, and
their fiery breath is nothing to laugh at. Many would-be dragon slayers work their
way up by fighting the fiercely territorial fire drakes, and those that survive are apt
to choose a new line of work.

FIre DRAKE BLooD

Fire drake blood can be quickly saved for later with a DC
15 Dexterity saving throw. Up to one ounce of the blood
can be saved per saving throw. The body of a single fire
drake provides 1d10 + 2 doses of its blood. Fire drake blood
can be used as an explosive, with a glass vial hurled at a
target bursting to inflict 9 (2d8) fire damage. As an action,
it can be applied to a weapon, granting that weapon +2
(1d4) fire damage on each attack for the next five rounds,
after which it is destroyed by the fiery blood, unless the
weapon is magical.
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DRAKE, FIRE
Small dragon, chaotic evil

Armor Class 13 (natural armor)
Hit Points 27 (6d6 + 6)
Speed 20 ft., fly 60 ft.

STR DEX CON INT WIS CHA
13 (+1) 13 (+1) 13 (+1) 4(-3) 11 (+0) 10 (+0)

Skills Perception +4, Stealth +3

Damage Immunities fire

Condition Immunities paralyzed

Senses darkvision 60 ft., passive Perception 14
Languages Draconic

Challenge 1 (200 XP)

Pyrophoric Blood. A creature that hits the fire drake with a weapon

attack from within five feet of the fire drake must make a DC 11
Dexterity saving throw or take 3 (1d6) fire damage.

AcCTIONS

Multiattack. The fire drake makes one Bite attack and one attack
with its Claws.

Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 5 (1d8
+ 1) piercing damage.

Claws. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 8
(2d6 + 1) slashing damage.

Fire Breath (recharge 6). The fire drake exhales fire in a 15—foot
cone. Creatures in the area must make a DC 11 Dexterity saving
throw, taking 10 (3d6) fire damage on a failed saving throw, or half
as much damage on a successful saving throw.
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DRAKE, ICE

It tracked us from the air, waiting and watching as we made our way through the
vast ice caverns at the top of the world. I wondered why it didn't attack, but I was
too busy just trying not to fall into a bottomless crevasse or fall prey to the ice trolls
that dwelled there. After seven days pushing through that frozen hell, we came out
onto the top of a great glacier. We barely got 50 feet from the cavern’s mouth before
winged death came at us from the frozen sky. — Big Joanne, mercenary

Ice drakes are small, dragon-like creatures that resemble small white dragons.
Their hides are icy white and blue, with jagged blue-black markings. Their eyes are
sapphire. While they could be confused with juvenile white dragons, drakes lack
much of the intelligence of even that least intelligent of true dragonkind. They hunt
the frozen parts of the world, the icy poles and frigid mountain passes where their
natural coloring and immunities make them a top predator.

Ice DRAKE BLooD

Ice drake blood can be quickly saved for later with a DC
15 Dexterity saving throw. Up to one ounce of the blood
can be saved per saving throw. The body of a single ice
drake provides 1d10+2 doses of its blood. Ice drake blood
can be used as an explosive, with a glass vial hurled at a
target bursting to inflict 9 (2d8) cold damage. As an action,
it can be applied to a weapon, granting that weapon +2
(1d4) cold damage on each attack for the next five rounds,
after which the weapon is destroyed by the super-chilled
blood, unless it is magical.
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DRakKE, IcE
Small dragon, chaotic evil

Armor Class 14 (natural armor)
Hit Points 27 (6d6 + 6)
Speed 10 ft., fly 50 ft.

STR DEX CON INT WIS CHA
13 (+1) 13 (+1) 13 (+1) 7(-2) 8 (-1) 10 (+0)

Skills Perception +1

Damage Vulnerabilities fire

Damage Immunities cold

Condition Immunities paralyzed

Senses darkvision 60 ft, passive Perception 11
Languages Draconic

Challenge 3 (700 XP)

Change Shape. The ice drake magically polymorphs into a Large
white dragon or back into its true form. Its statistics are the same in
each form. Any equipment being worn or carried by the ice drake do
not change. The ice drake reverts to its true form when it dies.

AcCTIONS

Multiattack. The ice drake makes one Bite attack and two Claw
attacks.

Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 4 (1d6
+ 1) piercing damage.

Claw. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 3
(1d4 + 1) slashing damage.

Breath Weapon (recharge 4-6). The ice drake exhales an icy blast

in a 20-foot cone. Each creature in the area must make a DC 11

Dexterity saving throw, taking 9 (2d8) cold damage on a failure or

half as much on a success.
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DraAuG

The lookout yelled down that a ship was running before the oncoming storm. The
vessel ran before the storm all right, faster than the waves and wind allowed, until it
was right alongside, forcing us to trade shot for shot in a long chase as that hellish
gale bore down on our necks. When the mystery ship came even and threw grapples,
we saw the truth: It was barely a ship, little more than a rotten hulk whose decaying
sails and broken spars matched the dead crew that screamed for our blood. —
Captain Elisa Bounapert of the Wastrel’s Daughter

When a ship and her crew die at sea in horrific fashion, they sometimes reanimate
as draug. These undead sailors are completely obedient to their captain, and without
these directions, often find themselves lacking motivation. In these cases, the draug
might wander off in different directions or stay and lurk in their sunken hulks.

DrAuc
Medium undead, chaotic evil

Armor Class 12 (natural armor)
Hit Points 27 (5d8 + 5)
Speed 30 ft., swim 30 ft.

STR DEX CON INT WIS CHA
17 (+3) 10 (+0) 13 (+1) 8 (1) 10 (+0) 13 (+1)

Damage Resistances fire

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 10
Languages —

Challenge 1 (200 XP)

AcTIONS

Greataxe. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 9
(1d12 + 3) slashing damage.

Slam. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 14
(2d10 + 3) bludgeoning damage.
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Drauc CAPTAIN

The undead sailors swarmed over the gunwales and plowed into our own massed
numbers. The fight was vicious; the draug gave no quarter but suffered grievous
wounds without slowing down. In the end, I faced off against their captain, a far
more powerful undead creature who once piloted a living ship in the light of the sun
but had rotted to nothing more than a mussel-encrusted skeleton draped in ragged
finery. He was fast and strong, but in the end, I took his skull off and punted it into
the sea. This took much of the fight out of his crew, and we drove them back into the
sea. — Captain Elisa Bounapert of the Wastrel’s Daughter

The draug are linked to their ship, and the captain is the ship’s mind and soul. It is
by this being’s power that the ship is raised from the slimy sea floor and set upon the
waves to take vengeance upon the living. Most often, the captain of a crew of draug
was the captain of the ship in life, but if the ship went down as part of a mutiny, it
could be anyone: the cook, the boatswain, a really clever cabin boy, whoever the
spirits of the dead sailors looked to as their leader.

DRrAuG CAPTAIN
Medium undead, chaotic evil

Armor Class 17 (natural armor)
Hit Points 45 (7d8 + 14)
Speed 30 ft., swim 30 ft.

STR DEX CON INT WIS CHA
20 (+5) 10 (+0) 15 (+2) 8(-1) 10 (+0) 13 (+1)

Saving Throws Str +7, Con +4

Damage Resistances fire

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 10
Languages —

Challenge 4 (1,100 XP)

Innate Spellcasting. A draug captain’s spellcasting ability is
Charisma (spell save DC 14). The draug can innately cast fog cloud
three times per day, requiring only verbal components.

Sneak Attack (1/turn). The draug captain deals an extra 7 (2d6)
damage when it hits a target with
a weapon attack and has
advantage on the attack roll,
or when the target is within
five feet of an ally of the
draug captain that isn’t
incapacitated and the
draug captain doesn’t
have disadvantage on
the attack roll.

AcCTIONS

Greataxe. Melee Weapon
Attack: +7 to hit, reach 5 ft., one
target. Hit: 8 (1d6 + 5) slashing
damage.

Slam. Melee Weapon
Attack: +7 to hit,
reach 5 ft., one
target. Hit: 16 (2d10
+ 5) bludgeoning
damage.



DRIDER~GOBLIN

We saw the goblin spying on us from behind a ridge above our camp in the deep
tunnels below the Hollow Spires. He was trying his best to hide, but our eagle-eyed
ranger Cynewyl spotted him right away. Tanissa ducked into the darkness and was
barely a shadow herself as she crept up the rock wall toward him. She sprang out
in front of the little goblin, more intent on scaring it off than killing it. The goblin
instead reared up over the rocks, revealing a massive spider body connected at its
midsection. The little goblin was laughing wildly as it chased our thief down the
rock wall. None of us found it funny when the creature began firing magical bolts of
energy at us. — From the adventuring journals of explorer Jenyfer Gilt

The mind recoils at the thought of the upper body of a beady-eyed goblin affixed
at the midsection to a horrific, hairy spider. But the unnatural drider-goblins are
indeed nightmares brought to life, although how they are created is a mystery. They
live in the dark crevices and subterranean spaces of the world, where they can be
found serving true driders or leading tribes of normal goblins.

One in a dozen drider-goblins is imbued with dark powers of the arcane and
is capable of wielding magical spells. More intelligent and cunning than their
common drider-goblin kin, they are seen as leaders among other drider-goblins and
are sometimes revered as holy or divine among common goblin tribes.

DRIDER-GOBLIN
Medium monstrosity, chaotic evil

Armor Class 14 (natural armor)
Hit Points 67 (9d8 + 27)
Speed 30 ft., climb 30 ft.

STR DEX CON INT WIS CHA
14 (+2) 15 (+2) 16 (+3) 12 (+1) 13 (+1) 12 (+1)

Skills Perception +3, Stealth +4

Senses darkvision 60 ft., passive Perception 13
Languages Goblin, Undercommon

Challenge 4 (1,100 XP)

Nimble Escape. The drider-goblin can take the Disengage or Hide
action as a bonus action on each of its turns.

Spider Climb. The drider-goblin can climb difficult surfaces, including
hanging upside-down on ceilings, without needing to make an ability
check.

Sunlight Sensitivity. While in sunlight, the drider-goblin has
disadvantage on attack rolls, as well as on Wisdom (Perception)
checks that rely on sight.

Web Walker. The drider-goblin ignores movement restrictions caused
by webbing.

AcTIONS

Multiattack. The drider-goblin makes one Bite attack and one Mace
attack.

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 5 (1d6
+ 2) piercing damage, plus 9 (2d8) poison damage.

Mace. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 5
(1d6 + 2) bludgeoning damage.

Javelin. Melee or Ranged Weapon Attack: +4 to hit, reach 5 ft. or range
30/120 ft., one target. Hit: 5 (1d6 + 2) piercing damage, or 6 (1d8 + 2)
piercing damage if used with two hands to make a melee attack.
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DRIDER-GOBLIN SPELLCASTER
Medium monstrosity, chaotic evil

Armor Class 14 (natural armor)
Hit Points 97 (13d8 + 39)
Speed 30 ft., climb 30 ft.

STR DEX CON INT WIS CHA
14 (+2) 15 (+2) 16 (+3) 12 (+1) 13 (+1) 17 (+3)

Skills Perception +4, Stealth +5
Senses darkvision 60 ft., passive Perception 14

Languages Goblin, Undercommon
Challenge 5 (1,800 XP)

Nimble Escape. The drider-goblin can take the Disengage or Hide
action as a bonus action on each of its turns.

Spellcasting. The drider-goblin spellcaster is a 4th-level spellcaster.
Its spellcasting ability is Charisma (spell save DC 14, +6 to hit with
spell attacks). It has the following sorcerer spells prepared:

Cantrips (at will): acid splash, chill touch, mending, prestidigitation,
shocking grasp

1st level (4 slots): detect magic, false life, magic missile

2nd level (3 slots): blindness/deafness, web

3rd level (2 slots): dispel magic

Spider Climb. The drider-goblin can climb difficult surfaces, including
hanging upside-down on ceilings, without needing to make an ability
check.

Sunlight Sensitivity. While in sunlight, the drider-goblin has
disadvantage on attack rolls, as well as on Wisdom (Perception)
checks that rely on sight.

Web Walker. The drider-goblin ignores movement restrictions caused
by webbing.

AcCTIONS

Multiattack. The drider-goblin makes one Bite attack and one Mace
attack. X

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 5 (1d6
+ 2) piercing damage, plus 9 (2d8) poison damage.

Mace. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 5
(1d6 + 2) bludgeoning damage.

Javelin. Melee or Ranged Weapon Attack: +5 to hi, reach 5 ft. or range
30/120 ft., one target. Hit: 5 (1d6 + 2) piercing damage, or 6 (1d8 + 2)
piercing damage if used with two hands to make a melee attack.
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Duppy

A cold rain was blowing through the trees when the dogs started barking. They
came from all around us, circling our camp. Dankirk motioned us to be silent as he
stalked slowly to the edge of the campfires light. He swung his blade at something
we couldn't see, but a hand caught his wrist and held his strike. Dankirk fell
backward toward us, followed by a pirate in tattered rags. His eyes burned with
anger as he looked upon us. Where his legs should have been, swirling clouds of
mist coalesced into more baying hounds of hell. — Thrazir “The Razor” Conch, on
the rumored Dead Pirate of the Kriegh Forest

When the cruelest sailors die ashore, out of reach of their ship and crew and a
proper burial at sea, they sometimes rise again as hate-filled duppies. The floating,
ghostly humanoid’s face is a blend of human and beast, and canine shapes appear
to twine around the creature’s legs. These evil undead seek to exact their vengeance
on the living, often targeting other sailors and pirates who remind them of their
past lives. The arrival of a duppy is often preceded by the baying of a pack of
hounds. The duppy can summon these ravenous hounds to do its bidding, which
often involves tracking down his prey.

DupPpPY
Medium undead, chaotic evil

Armor Class 15
Hit Points 78 (12d8 + 24)
Speed fly 40 ft.

STR DEX CON INT WIS CHA
6(-2) 18 (+4) 15 (+2) 13 (+1) 15 (+2) 18 (+4)

Damage Resistances acid, fire, lightning, thunder; bludgeoning,
piercing, and slashing from nonmagical attacks

Damage Immunities cold, necrotic, poison

Condition Immunities charmed, exhaustion, frightened, grappled,
paralyzed, petrified, poisoned, prone, restrained

Senses darkvision 60 ft., passive Perception 12

Languages any languages it knew in life

Challenge 6 (2,300 XP)

Incorporeal Movement. The duppy can move through other creatures
and objects as if they were difficult terrain. It takes 5 (1d10) force
damage if it ends its turn inside an object.

Sunlight Sensitivity. While in sunlight, the duppy has disadvantage
on attack rolls.

AcTIONS

Incorporeal Touch. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 17 (3d8 + 4) necrotic damage. The target must succeed
on a DC 15 Constitution saving throw or its hit point maximum is
reduced by an amount equal to the damage taken. This reduction
lasts until the target finishes a long rest. The target dies if this effect
reduces its hit point maximum to 0.

A humanoid slain by this attack rises 24 hours later as a zombie under
the duppy’s control, unless the humanoid is restored to life or its
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